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Editorial 



THE MAJOR EVENT! 


So what is the "major event 1 that I left you pondering last 
issue? Weil, from the next issue, we hit the big time with full 
newsstand distribution throughout the UK and, eventually 
overseas. The summer will be spent frantically preparing for 
this launch and praying that it all works out! We have signed 
an agreement with the largest independent newsstand 
distributor and now 1 all we need to do is make everyone, public 
and newsagents alike, aware that we exist. One of the problems 
is that PAGE 6 does not mean anything to those who don’t 
know (there are going to be some sorely disappointed first time 
buyers who expect two sets of boobs!) so w r e have extra work in 
educating Atari owners who have not come across us before, If 
we were called Atari World, or something similar, it would be 
easier but we are not and, nearly five years on, we are not 
changing names now! If you fancy helping out, there is 
something you can do. Just get all your non-subscribing 
friends to walk into their local W.H. Smith and ask them if 
they are going to be stocking PAGE ft from September. Tell 
them it is distributed by Seymour and maybe w r e will sell more 
than a few of our first ’newstand* issue. 

If you are worried that PAGE 6 might deteriorate into 
another run of the mill magazine full of 'read it on the train 
and throw it away’ articles,, don’t. We will introduce a few 
more ’casual* features but intend to continue with, the long 
reviews, long listings, utilities and more serious articles which 
we believe dedicated Atari users want, I f we fail to attract the 
casual user, so be it, At least they, and you, will continue to 
have the choice. One thing we must do is plan ahead more, 
hence the ‘Wanted* ads elsewhere, Hopefully we will hear 
from you if you have anything to contribute. Don’t be shy! 

Finally, don’t run away with the idea that big time 
distribution means that we will be sitting back in luxury for 
the rest of our lives! It doesn’t quite work like that, believe me! 
In fact, if we don’t get it right, the reverse is more likely to 
happen, and if we can’t get the shops aware of the magazine, 
within a limited promotional budget, you might well be the 
lucky owners of the last few PAGE 6’s! So, scroll into your 
newsagent and do your bit and PAGE 6 will be around as long 
as Atari! 

A DEAL WITH ANTIC 

We have recently reached an agreement with the 
American magazine ANTIC whereby we can re-print 
programs and articles from their previous issues and likewise 
they can re-print from PAGE 6. This, 1 believe, will be of 
benefit in many ways. Firstly, it will enable you to see some of 
the best programs and articles from the United States which 
you might otherwise never sec and, secondly, it will give 
PAGE 6 greater exposure and credibility in the world at large. 
Additionally it will enable contributors to gain the pleasure of 
seeing their work published in one of the most respected Atari 
magazines in the world. What an ego trip! 

Readers who already get ANTIC might not be so thrilled 



with this news, but let me assure you that PAGE 6 will not 
become a ‘reprint service’ for ANTIC nor, I am sure, will 
ANTIC copy PAGE 6 wholesale. We each will retain our 
individual style and PAGE 6 will be only reprint items which 
we feel will be of wide interest to our readers. The fact is that 
the majority of our readers do not read ANTIC and therefore 
will now have access to even more Atari material. The aim of 
PAGE 6 has always been to explore ATARI computing 
through the exchange of information and knowledge' and now 
readers will have access to a little more. 

COMPUTER SUPPORT OR COMPUTER 
COWBOYS? 

Several Readers seem to have lost money in recent 
months with Computer Support. So have we. The last time I 
spoke to John Lawson of Computer Support he spun me a 
yarn about not being able to keep up with orders 3 moving to 
new and better premises and getting the bank to help with 
expansion, Load of bull, it seems, as he happily carried on 
cashing people’s cheques and not sending the goods, What’s 
more he didn’t pay for the ads in PAGE ft with which he got 
that money. So what can you do, if you sent Computer 
Support money and did not get anything in return? Very little, 
it seems. The classic remedy is to take action through the 
Small Claims Court, but if you do not succeed you merely 
loose a little more. Rather than tell readers to take this action 
without knowing whether it would be successful* we have tried 
ourselves. We failed. We have tried to trace Mr. Lawson at 
three different addresses without success, We have even had 
someone go down to the latest address in Gravesend only to 
find empty offices and be told by the people downstairs that 
they had never heard of Computer Support. Unfortunately, if 
you can’t trace the company, there is no point in taking action 
in the Small Claims Court, the fee is non-recoverable. 

What you could do if you have lost money through 
Computer Support is write to me with full details. I can’t 
promise that anything can be done but it may prove useful to 
know the full extent of readers’ losses in case we can take any 
further action. In the mean lime, if Mr Lawson is reading this, 
he might like to do the decent thing and refund people’s 
money? 

Someone else to watch out for is NJ. Gregory who 
advertised The Slave some issues ago. We did not lose out but 
have had several letters from readers w r ho sent money off and 
have received nothing in return. 

Why do these people have to let every body down? 
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EXPRESXII 


514-516 Alum Rock Road, Alum Rock, Birmingham Tel.: 021-328 3585 


1029 


owners 


TEN-PRINT eia.ss (disk) 

A printer utility allowing 
you to print and edit fonts, 
dump graphic 8 screens , 
"Typesetter ' 1 compatible. 


Mini 


i 


/officeJL I € 19.95 

( DISK) 

sfcWord Processor * Database* 

^ Spreadsheet * Graphics * 

^Communications *LabeJ Printer* 

great value 



PLEASE SEND ME YOUR PRICE LIST 

NAME__, t4(i _ 

ADDRESS,..... 


iownl.stD xl/xeD noneD 





The First XLErt 



Jeon driven,fast and friendly. 


ANTIC 


PCW Review May '87 
"Honestly believe it is the 
best word processer seen 
for the 8-bit ATARI'S. ” 



AWARDS '87 


NOW AVAILABLE 





y 


SPECIAL OFFERS 


The Hulk(Disk) 

Sea Bandit(Cass & Disk) 
Pooyan(Cass & Disk) 

Clowns and balloons(Cass & Disk) 
Rosens brigade(Cass & Disk) 
2axxon(Cass & Disk) 

Scott Adams adventures(Disk«) 

ALL AT £5.00 EACH! 


Dealer and Overseas 


514-516 Alum Rock Road, 
Alum Rock, Birmingham 


Enquiries Welcome 

S HOTLINE 

i 021-328 3585 
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NEWS 



THAT’S WHAT IT SAYS! 


How can you tell that there are 
a lot of ex-Commodore people 
working for Atari? Easy* you just 
look at the new promotional litera¬ 
ture for the 130XE, Commodore 
have been saying that about Atari 
for years. Makes you feel kind of 
weird doesn't it, holding in your 
hand a magazine that was entirely 
keyed in on a games machine? 
Maybe one day well have our own 
photo-setter but well have to wait 
until Atari buys out Lmatron or 
Monotype. After all, what's the 
point in paying £20,(XK) for a 
machine that can’t play Patman? 



AN ORIGIN-AL VENTURE 


One of the few companies still doing the PR bit in grand style is Micro- 
prose who sent us a cracking press release folder to announce their joint ven¬ 
ture in the UK with Origin Systems Inc. The press pack is full of superb 
posters, flyersj manuals, company info etc, all done in grand style to ensure 
that they get a good write up! I wish you could see it all! 

Regular readers of PAGE 6 will know all about the quality of Origin 
products from the recent review of Ultima IV and this is one of several pack¬ 
ages to be launched in the UK from July onwards. Others include AutoDuel, 
a futuristic car combat adventure based on the award winning Car Wars 
board game, and Ogre set on the battlegrounds of the 21st century with 
armoured footsoldiers fighting it out with tactical nuclear weapons! Not an 
arcade game this, but a one or tw r o player game of strategy, again based on a 
successful board game. Another title planned by Origin for the Atari is Moe- 
bius, an original fantasy role playing game with martial arts, sw^ord fighting 
and magic set in a fantasy island kingdom. 

Origin products will be released on disk only at £19:95 for the 8 bit Atari 
and £24,95 for the ST. Most of the titles previously available for the Atari 8 
bit will be made available on the ST, 


MIRRORSOFT 
CONVERT 
TO 8 BIT 

Mirrorsoft's recent deal with 
American company Mindscape (see 
ST News) is not limited just to the 
ST, 8 bit versions of Mindscape 
titles, where available, will now be 
distributed by Mirrorsoft and they 
are to undertake a certain amount of 
conversion w r ork themselves to 
bring other titles to the S bit 
market. 
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SOFTWARE 

SHORTS 


WELCOME 
TO THE 
LOST 

CONTINENT 



It's pleasing to see another company supporting the Atari 8 bit market 
especially when they say ‘there has been a great demand from retailers for 


ATARI software’] 


ATLANTIS software recently released two budget titles for the Atari, 
each at £2,99, PAN IK is ‘an arcade classic’ first released on the Commodore 
and DEATH RACE features day and night driving, speeds of up to 300 mph 
and ‘great graphics"! ATLANTIS are entering a difficult market where criti¬ 
cism is often levelled at conversions from other machines* so they are anxious 
to support Atari with original titles. The wider the base of software pro¬ 
ducers for the Atari in the UK, the better so if you have any original games to 
offer, why not give Carole Jones of ATLANTIS a ring? You can get her on 
01 771 8642, 



AT LAST THE AFFORDABLE 
PRINTER BUFFER 


Frontier Software of Harrogate who distribute the Supra Hard Disk 
Drives in the UK have also made available, perhaps the first really affordable 
printer buffer that will work with any computer already attached to a Centro¬ 
nics printer. 

The MicroStuffer printer huffer retails at just £49.95 and has a full 64k 
of RAM to buffer any data sent to your printer thus freeing the computer for 
other work, Included is a self test and a rather unique ‘Repeat’ feature that 
allows the contents of the buffer to be reprinted as many times as required. 
Ideal for producing several copies of a document when you want to use the 
computer for something else* 

The MicroStuffer will work on all Atari models and is available from 
your local dealer or direct from Frontier Software, P.O, Box 1 13, Harrogate, 
North Yorkshire, HG2 OBE. 


Recently released by Firebird on their 
Silver £1.99 range is Chimera, widely 
respected on most other micros, a sort 
of arcade space adventure in which you 
need to destroy the space ship Chimera 
before it destroys the Earth. Also at 
£1.99 is Microrhythm, a digitised 
drum kit which bears remarkable 
similarities to DigiDrum from 2 Bit 
Systems which is not surprising since it 
says on the label copyright 1987 2 Bit 
Systems! 

Prism Leisure Corporation have 
acquired Addictive Games from Kevin 
Toms and their Football Manager is 
now available on the Atari for just 
£2.99. An ST version is promised later 
with enhanced graphics and game play 
for £14.95. 

Announced by US Gold from SSI are 
the strategy games Colonial Conquest 
at £24.99 and Wargamc Construction 
Set at £19.99. Both are on disk only. 
The former is a game of world 
domination foT up to 6 players each 
controlling one of 6 countries whilst the 
-Wargame Construction Set is just chat, 
make up your ow r n games and show 
how it should be done! 

Also from US Gold are Broderbund’s 
‘Electronic Novels’ Mind wheel, Essex 
and Brimstone. Each title comes with 
its own hard bound novel which is 
essential reading to be able to complete 
the game. Mind wheel allows you to 
time travel into the minds of four 
deceased geniuses in a quest to retrieve 
the wheel of wisdom, whilst Essex takes 
place aboard the colossal starship Essex 
and is an adventure of intcrgalactic 
Search and rescue in a bid to save the 
Universe. Brimstone is more fantasy 
where you relive the ancient adventures 
of the Albion Manuscripts in the 
underworld realm of Ulro. All on disk 
at £24.99 each. 

Billed as the first Atari 3D chess game, 
Colossus 4 Chess was recently released 
by CDS Software and includes 
back-track facilities, a problem solving 
mode and handicapping amongst other 
features. Colossus 4 is a powerful 
program that, early in its career, beat 
24 other programs in a series of 16 
game matches. Can it beat you? £9,95 
for a cassette version or £14.95 for disk 
will let you find out. 
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MISSING GAMES 

Dear Page 6, 

As a reply to recent 
letters that enquire why there 
are no Atari versions of 
certain games, I have some 
information that many Atari 
owners might like to know. 
Late last year I was asked by 
English Software to do a title 
page for COMMANDO (Elite 
Systems gave English 
Software the job of writing it). 
I completed the work and got 
paid for it but since I have 
heard nothing. 

I have an idea what might 
have happened. Either of the 
companies pulled out of the 
contract and then sold the 
game to Mastertronic who 
released it under the name of 
Gun Law, with new scenery 
and game play but keeping to 
the basic idea. 

Maybe this happens to 
other games? 

D. Clapson, Bournemouth 


SOME 

SUGGESTIONS 

Dear Page 6, 

I would like to 
congratulate you on the 
quality of your magazine- The 
S-bit section is particularly 
good but I have one criticism. 
Some adventures reviewed by 
Garry Francis do not have any 
real distribution in this 
country and, as a result, will 
be played only by a small 
handful of readers. This 
seems a waste of Garry’s 
talents. I appreciate that 
Garry has to get many of his 
adventures from the US but 
nevertheless, feel that he 
should pay attention to what is 
available over here. 

The ST section is also 
good, although it seems to rely 
heavily on reviews. The 
ownership of the ST seems to 
be split between ‘users’ (the 
majority) and programmers. I 
am about to buy an ST and 
will join the latter category. 
Programmers seem to get 
short shrift from the 


BUSINESS 

GRAPHICS 

Dear Page 6, 

I have a suggestion for 
you for an article-program in 
Page 6. How about someone 
doing a business graphics 
program with options to 
display statistics as 
horizontal/vertical bar charts, 
line graphs and pie charts? It 
should have an ability to add 
text to the screen and, of 
course, be compatible with the 
1029 primer! There may be a 
use for some statistical 
analysis too? 

J.D, Collins, London 

That should he reasonably easy 
to write. Who is going to write 
it then? 


magazines. If the magazine 
included more tutorial type 
articles of an advanced nature 
(not just copied from 
reference books) then the 
balance would be restored. 

I hope your bear these 
comments in mind when 
preparing future issues. 

Malcolm Bremer, Dagenham 

Thanks for the input. 
Constructive criticism is always 
welcomed. I feel that one of the 
strengths of Garry Francis's 
column is the fact that he does 
cover some of the more obscure 
adventures, adventures which 
readers here might otherwise 
never know about, NO other 
U.K. magazine has covered the 
harder to find adventures and 
few , if any, cover any 
adventures in such depth . In 
many eases Garry gives you 
deta ils of a supplier in the 
U.S.A. and there is no reason 
why you cannot order from 


A TALE OF WOE 

Dear Les, 

Having owned an 8 bit 
system for over 5 years, I 
decided to stay with Atari and 
buy an ST* I went along to 
the recent Atari Show armed 
with my Access card and after 
checking the prices on offer I 
bought a 104GST and Philips 
8833 monitor from a company 
called Gultronics. 

My delight lasied less 
than 24 hours at which point 
the monitor decided to call it a 
day so 1 phoned the company 
and was told that I could have 
a replacement as long as T paid 
the carriage to return 11kg of 
monitor to them by courier! 
This I refused and after nearly 
a week it was agreed that a 
replacement would be sent. 
More phone calls and no 


them, it is just as easy and safe 
as buying from many U.K. mail 
order companies, particularly if 
you use a credit card. 

I tend to agree with your 
comments about the ST section , 
it is heavily dependent on 
reviews but the problem is 
finding writers for the 
‘programming* side of the ST 
and finding subjects that will be 
of interest ft? more than a small 
minority ► / hope that the series 
beginning this issue on using 
GEM with G begins to redress 
the balance. As always we are 
happy to consider any well 
written articles on programming 
for any Atari machine. 


monitor. I finally gave up and 
contacted Access who will 
make Gultronics collect the 
goods at their expense, which 
they had previously refused to 
do. 1 also contacted Atari who 
said that Gultronics, who 
seem to be at every Atari 
show, were not an Atari dealer 
so there was nothing they 
could do. 

By the time you read this 
I hope io have a working 
system and hope that the 
company I purchase it from 
have a slightly better customer 
relations attitude. 1 would 
recommend that other readers 
use a credit card when 
purchasing goods as, at least, 
you get some backup if nor 
satisfied. 

N.j. Leonard, Bournemouth. 

Would you like me to come to 
Gultronics’ defence? If you were 
discounting so heavily that you 
made only a few pounds profit 
on each item,you couldn’t 
afford to provide a good after 
sales service either. The lesson is 
that you get what you pay for 
and by shopping for the 
cheapest price you take risks, I 
am sure that the established 
Atari retailers who charge 
recommended prices and 
provide full after sales service 
will have little sympathy. 

Aiany struggle to stay in 
business because o f sales lost to 
the discount merchants and 
often end up helping out users 
with problems on equipment 
bought elsewhere. I'here are one 
or two good mail order Atari 
dealers and many good Atari 
retailers. Support them , Ton 
may pay a little more but you 
can then expect, and will 
probably get, the after sales 
service that should be provided. 


Got anything interesting to talk 
about? Or some questions to ask? Or 
some tips to pass on? Write to 
Readers W'rite, PAGE 6, P*0. Box 
54* Stafford ST16 I DR 
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DATA STORAGE ON 
CASSETTE 

Dear Page 6, 

I have recently bought an 
Atari 800XL home computer, 

I am totally in the dark about 
computers, programming etc. 

I enjoy playing games but my 
friend says you can store 
information on cassettes from 
history notes to how my 
favourite football team did on 
Saturday. 1$ this possible? If 
so, how can I do it? 

Trevor Carolan, Dublin 

You can certainly use cassettes 
to store any kind of data, the 
only restriction is that you 
cannot access the data 
randomly as yo it can from disk. 
Unfortunately there are not 
many commercial programs 
around that support cassette 
storage for data and few ’ user’ 
programs , You will almost 
certainly need to learn a little 
programming and write a 
simple routine yourself \ The 


COME ON ATARI 

Dear Page 6, 

At the recent Atari Show 
I picked up a leaflet on the 
Atari stand promoting what 
Atari describe as the 1 30XH 
G A MES Computer. 

Come on Atari, what are 
you up to? 

Don't get me wrong, I 
don’t think playing games on a 
computer is any less of a valid 
use than any other. I enjoy 
playing games., as I am sure 
most users do, it is however 
certainly not the only way to 
use them. Some computers 
have the image of being 
educational tools, witness the 
BBC (nice BASIC, shame 
about the machine), 
overpriced and 
underpowered, but it sold 
because people could kid 
themselves that it would help 
their children’s education. 

I am sure that most of us 
users of the Atari 8 bit 
machines have had to endure 


book Your Atari Computer is 
one of the few with a whole 
chapter devoted to the program 
recorder and this gives full 
details on how to use the cassette 
for data storage and gives a 
sample mailing list program. 

An expensive book but, and l 
will keep saying it, one that 
every owner should invest in. 
Perhaps we could do a small 
tutorial in First Steps or 
elsewhere on using the cassette. 
Any interest? 

DELIVERING THE 
GOODS? 

Dear Les, 

Well, it is the day after 
the pilgrimage to the Atari 
Show and I must say it was 
the best one yet. 

I was very impressed 
with Atari’s presence and with 
them 'delivering the goods’ 
with the Mega ST’s and laser 
printer and the two PC 
models. I enjoyed the Atari 
promo videos and as the 
American patter enthused 


about the reborn company I 
felt a strong sense of pride in 
being an Atari owner and part 
of something that is gaining 
strength and momentum 
around the world. I feel that 
the next few years will be as 
exciting and innovative as the 
late 70’s and early 80’s if you 
upgraded to I bk you were 
probably doubling your RAM 
as well as your overdraft! 

Atari are now proving that 
leading edge technology does 
not cost a fortune and ’power 
without the price’ is a reality 
and not a promise. 

Paul Hanson, Brighton 

Ah, but did you actually see 
that laser working? 1 remember 
the PC W Shove last year when 
the 2080ST and 4160ST were 
shown ar well as the blitter and 
an 80 column card for the 8 bit 
machines. Some, mutate , some 
get left behind , Sever did see 
that CD ROM. VVj it will be 
exciting and innovative Let’s 
hope it will also be productive! 


NO 

COMPETITIONS? 

Dear Page 6, 

I am disappointed with 
PAGE S’s lack of 
competitions. It seems the 
only competition I have ever 
seen was the £100 
programming competition and 
the Readers Poll Gould you 
not possibly consider printing 
a few competitions each 
month, e.g. Graphics Contest, 
Programming Contest, DLI 
Programming etc.? 

Graham Stewart, Dublin 

P,S. If you do not print this 
letter I will definitely 
withdraw from buying PAGE 

6 . 

/ am disappointed in the lack of 
response when we do have a 
competition. Six entries for the 
prog r amm ing contest yo u 
mentioned? It seems that there 
is no real interest in 
competitions that require some 
effort. And where was your 
entry, anyway? 



comments along the lines of, 
'Atari? They are only for 
games aren’t they? I have a 
Commodore .. Spectrum .. 
Amstrad etc.'’. We could 
disagree but somehow the 
myth endured. At least we 
could be smug in the 
knowledge that we knew that 
we had the best machine 
available, a fact that even 
Atari didn't seem to realise. 
Over the last few years, a great 
deal of first class 'serious’ 
software has become available 
and I had begun to think that 
the Atari 8 bit line was being 
taken seriously at last. 

Now along comes Atari 
promoting a GAMES 
computer, I don't think it will 
help them sell, machines to 
describe them in this way. Art; 
they downgrading the & bit 
line in favour of the ST range? 
If they are, I think they are 
wrong. The $T is a superb 


machine, but it is nowhere 
near as easy for the beginner 
to learn how to program as the 
8 bit range is and, more 
importantly, not everybody 
can afford an ST. A around a 
hundred pounds., the 130XK 
has to be the best value home 
computer today, so, come on 
Atari, advertise the fact and 
tell people EVERYTHING it 
can do and about the 
enormous range of ALL types 
of software available. Maybe 
then you will sell as many 
machines as deserve to be 
sold. 

Allan Knopp, Colchester 

Quite right! With the myth of 
the 'games machine* Atari 
managed to get the smallest 
share of the UK market of any 
of the major manufacturers. 
Stories are legion of customers 
walking into various stores and 


Saying c I -want something for 
education word processing 
business, what is the Atari like? 
// looks good va lue * only to be 
told by the salesman ‘ That’s 
just a games machine , sir, take 
a look at this Commodore; 

BBC Amstrad etc/. Is that 
what Atari want? I can't 
believe it. Mind you, maybe it is 
so ingrained now that Atari 
themselves believe Atari means 
-games*. A recent press release 
advising that the ST was to be 
sold in Smiths stated, and I 
quote ,' The high performance 
ICON driven games machine 
sells for £7997// Meanwhile, 
downstairs at the Alan Show, 
an American TV commercial is 
running showing a 130XE with 
products like Sy rifle + , 

Atari writer and the like! What 
carayott do? Th row up your 
hands in despair, and carry on 
doing Atari's PR for them I 
suppose. 
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Demos 



PASSING 

TIME 

by Chris Fox 


If you enjoyed Chris Fox’s TimeScreen from Issue 26, 
here’s another one to try, this time with a more dynamic 
display. This one is ideal to use at club meetings or anywhere 
that you might like to leave a message for others to read- You 
can also type in programs with the demo running if you wish. 
The program is similar to Time Screen and requires you 
to input the time in 12 hour digital format when the program 
is first run. From there on just sit bade and enjoy time passing! 
Quite literally! 




EX 1 REM ***** 
CP 2 REM * 

LR 3 REM * 

J 7 4 REM * 

EC 5 REM * 

II 6 REM * 


PASSING TIME * 

by * 

CHRIS EON * 

PftGE & MAGAZINE - ENGLAND » 

EQ 7 REM 

NO 9 REM _ 

D¥ IB 2 '*** > M- l mSEF': POKE 789,12 

PC 20 TRAP 7#;FQR 11=20480 TO 28871 ! READ D 
SPOKE I,D!NEXT I:FOR 1 = 256 TO 324!READ 
0 ; POKE 1,0; KENT X J OPEN »4 , 4 * 0 * "K : " 

LW 3@ ? “KQll IFOR 1=0 TO 

O^ue 00;? K-40;:T=tK-401*i&:e05UB bo;? 
(C-48j *■ ; ”J i POKE 20061+1* f+K"4BSMENT I 
yii 40 7 :? M N- i iL Hf ltlll" 

TY OB IF PEEK £7041 0X2 THEN SO 
UJ GO POKE 2 / 8 ! POKE X , BO : CLOSE 1*4 t K=USR CA 
DR£'^..n> BPb*"Jl:EWD 

gi 7S ? »imaa44' l—a B ,m ;end 

JY BO GET «4*K;XF K<48 OR K>S7 THEN BO 
ZZ RETURN 


DU 100 REM * i 1 

3F no HEM . | MACHINE CODE $5000 I 

ML 12B REM , (SCROLLING LINE $0100l 

FR 130 REM * *— - - J 

OU 140 REM 

FH 1000 DATA 216,120*160,175,162,80,140,0 
,2,142,1,Z,160 * 64,X&Z,01 * 140,40,2,142, 
49,2*169,0*141,197,2,169*10 
IN 101O DATA 141,1SS,2,169,116,141,200,2, 
169*11,±41,217,2,IBS*2,141*218,2*169,X 
92,141,14,212,00,56,165,0,41,236 
YZ 1020 DATA IBS,2 * 72,165,1,41,236,IBS,2, 
141,10,212,142,22,208,140,23,200,141,2 
4,ZBB,104 r 141*25,200,206,123,81,96 
CS 1030 DATA 248,160,3,185*125,81,24,105, 

1,153,125,01,89,129,01,200,6,153*126,B 
1,136,16,236,216,160,15*167,2,109 
KU 1040 DATA 125,Si,72,41,15,29,133,81,15 
3,2&,1,104,74,74* 74,74,136,29,13 3,61,1 

53,20*1,136,136,202*16,227*96 
CM 1050 DATA 172*124,01,136,16,17,160,7,7 
30,92,81,173,92*01,201,40,144 * S,169*0 * 
141,92,01,140,4,212,140,124,81 
LS I860 DATA 96,72*130,72*152,72,32,201,8 
0,32*14,81,32,145,00*32,44*81,32,87,00 

*104,160,104,170,104,64*160,0 
(]0 1070 DATA 162,35, 141,10,212,140,26,2DB 

,142* B,212,165,5,168,24,105*14,±70*165 
,7,133,0,24,105,12,133,1*169,6 
HP 1008 DATA 141,123,81,200,200*230,0*202 
,202,198*1,32,54*86,208* 243,169,6,141* 
ID* 212,141,123,81*232,232*230,0*136 
SU 1090 DATA 135,190,1,32*54,80*208,243,9 
6,141,10,212*173,197,2,141* 23,208,173, 
198,2*141,24,208,173,200,2*141,10 
SK IlOO DATA 212*141,26,208,169*34,141*0, 
212,96*173,42*2,288*14,169* 2*141,28,2, 
198,5,165,5,74,176,2,198*7 
LY 1118 DATA 96,16,66*64,156,0,2,0*2,8,2, 
®,2,8,2*0,2,0*2,8,2*8*2,8,2*8*2,168*87 

,35,X* 32,06.3 2,15S,0*2,0,2,0*2,0*2 

JA 1128 DATA 0 r 2,0,2,0,2,0* 2,0,2,8* 2,0,2* 
G5,64,01,0,8,0,0,0,®#1 ®* 96,96*80,208 
OZ 1130 DATA 144,208* 33,116,33,114,41,6*9 
9* 47,109,48,117,52,101*50,115,0,50*117 
,44*101,0*47,107 *1,70,14,78,14,208 

WA 1140 DATA 209,26*144,147,26,210,210,14 

* 78,14,70,33*116,33,114,41,0*99,47,109 
,48*117,52,101,50*115,0*50,117*44,101 
ZR 1150 DATA 0*47,107*1*78,16*66,64*108 * 
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and get them right! 


The program listings Ln PAGE 6 are prepared c;a refully to 
ensure that theycan he typed in a$ easily as ptisslb3e, Before 
typing any listings ensure that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
bn your computer manual- The listings are prepared to 
match exactly what you see on screen. Every character that 
you may see in a listing Is Included in the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remem¬ 
ber a single typing mistake may mean a program will not 
TOIL 


WHAT ARE THOSE CODES? 

Each Line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN They are used 
by the program TYPO to check that you have typed each 
line correctly. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 Li STING PLEASE DO SO NOW. The program 
can be used as you type in each tine of a program or to check 
an already typed program. The code for each line will match 
hut if you have problems check the listing conventions 
belo w carefully, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check if a line has 
been missed so if you have problems In running a listing 
count the lines in the program and ensure none are m issing. 
If the TYPO codes match and the program still does not run, 
LIST It to cassette or disk using LIST “Cf or LIST 
“I> file name”, switch off the computer, re-boot and then 
ENTER the program using ENTER tH G’* or ENTER 
U E> filename". Save this version in the normal way. 

HOW TO USE TYPO 3 

L Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes. 

2, SAVE or t$ AVF. a copy of the program. 

3 Each time you want to type inn program Listing RUN 
TYPO 3 first The program will install a machine code 
routine in memory and then delete Itself. Now type in a line 
as shown Ln the magazineexc/ud/ng the first two JefJercode and 
press RETURN. 

4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed, move the cursor to that line and 
press RETURN. The code should now match. 


5. If the code does not match, use the editing keys to correct 
the line and press RETURN again. Repeat If necessary until 
the codes match, 

6. To check a line you have already typed LIST the line, 
place the cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE It 
in the normal way. 

You can type in a program without using TYPQ3 and then 
check it by SAVEing or CSAVElng a copy of the program, 
running TYPO 3 and then LOADlng or CLOADlng your 
program and proceeding as in step ft above. 


Always SAVE ot CSAVE a program before running it and 
always use TYPO before telling us that a program will not 


AL 2 ftCM * TVPO TIT by ft! 9*rv*fth * 

* Jun* nm * 

So. 3 sen * A proofreader for antic irn) * 

* HACr 6 bdSfd on IVPQ II W 

* pub I i shed by 4NT1C rtitilint « 
CL 4 fl£M NN M MW WKWW WNNWNNNHHWWUMU mUMH IHWIi 
5G 188 GRAPHIC *5 0 

HG 118 FOP T-15316 TO 1791 : PF AD A:CF-CF +A 1 
POKE I,A:MEHT I 

CG 128 IF C6O30765 TMEN ? "Error- in DATA 
i t il rmnll - Chrt h T^pinq" ! CHE) 

VN lie A- LI'S R ( 15 38! 

ui ¥ ft i+TVPO III i» up 41 m rufirung 1 ': 

TIE H 

flA 1898 DATA i 64,1 68,8 r 1 65 , 26 , 1, Z 0 i , 6 ¥ 

HQ 1810 DATA 2OI,0,I«B,7il0 J m,m^b,7«4 
DB IWZ9 DATA 242,¥«,Z0«rlb?,7¥,lSl r 26.! 

Pkf 1838 DATA 200,169,6,153,26,3,162,5 
HR 1848 DATA 1 0 9 , 0 . 2 2S , 1 i ? , 79 r <b , 2 12 , 2 2 4 
T0 1*5* DATA 18.21*. 148, 169, 93, Ul.tl.b 
KC 1858 DATA 169.5,141,54,0.173.4,228 
EU 1878 DATA 185,8,141,95,6,173,5,226 
BK 1*** Delft IBS.B,141,9*.6.159.*,167 
KK 1898 DATA 3,143,283,282,16,251,96,8 
18 1100 DATA B,0,O,8,8,B,5,5 

LD 1119 DATA 8,8,8,8,8,8,32,94 
JH 112* DftlA 0,«,72,Z01,155,2*0,55,239 
TU 1138 DATA 2*3,13 I,289,13*,7?, 169,*,133 
TH 114* DATA 285,102,9,18,35,205,6,2*9 
HF 1158 DATA 144,7,24,181,283,144,2,230 
RL 1168 DATA 2*6,282,20* ,239,133,267.24,1 
55 

TU 1178 DATA 294,181,287,133,284,165,285, 
191 

AH 1188 DATA 288,133,2*5,165,2*6,105,6,13 
5 

KH 1L9B DATA 286,184,178,184, 4 *, 96,118,72 
HR 1288 DATA 152,72,161,*,134,2*7,134,280 
GF 121* OA T 6 169,24,6,284,35,285,35,286 
EA 1228 DATA 36,287,36,20*,6*,105,207,2J£ 
IF 1218 DATA 104,178,165,288,233,2,144,4 
9K 1240 DATA 134,287,133,286,136,266,227, 
162 

CB 1259 DATA 8,165,287,133,264,165,2*5,6 
KH 1260 DATA ?6fl,42,201,20,144,*,233,26 
MB 117* DATA 230,204,282,200.242,133,285, 

169 

BC 1288 DATA 128,145,66,288,192,*0,20*.24 
9 

HU 1290 DATA 165,2*4,105,1**,1*0,3,145,58 
Oft 1380 DATA 1*6,205,24.105,161,290,145,5 
5 

EFT 1318 DATA 32,69,6,1 * 4 ,169.76,153.6 
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Comes I 



Greedy Caterpillars is a two player game in which you 
must race your opponent to eat as many apples in the maze as 
you can, By getting to the part of the maze where there are 


more apples before your opponent you can get a winning 
score. The player with the highest score after the chosen 
number of rounds is the winner. 



TYPING IT IN 

DISK USERS should type in Listings 1 and 2 separately, 
check them with TYPO 3, and then SAVE them to disk. You 
can use any filename for the first listing but listing 2 must be 
saved as *D:GREEDY2h Running the first listing will then 
automatically run listing 2. There is no need for you to type in 
listing 3, 


CASSETTE USERS should type in Listing 3 FIRST 
and, after checking it with TYPO 3, save it to tape using 
SAVE l O l . I .cave the tape in position so that listings 1 & 2 can 
be saved immediately following listing 1 ► Listing 1 should then 
be typed in and CSAVED to tape immediately following 
listing 3, Leave the tape in position and type in listing 2 then 
CSAVE it immediately after listing 1. Rewind the tape and 
type RUN 1 C: t and the program will load and tun 
automatically. 

PLAYING THE GAME 

You must firstly plug two Joysticks in pdrts 1 and two of 
your computer and then run your version of the program as 
stated. After the first program has loaded you will be 
presented with a title screen as the second part of the program 
is loaded, When Billy and Benny, the two caterpillars, appear 
you may select the number of screens to play by using the 
OPTION key. Pressing START will begin play. 

The object is to race your caterpillar round the maze to 
beat your opponent to the apples. Fifty apples will fall 
randomly into the maze and you will score points for each 
apple eaten. The points will increase on each screen. Once you 
have completed the selected number of screens the player with 
the highest score will be declared the winner. 

That's all there is to it, but it is fun! 
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(■REEDY CATERPILLARS 
BY 

NIGEL LLEHELLYM 




in=a 


REM 
REM ** 

REM ** 

REH ** 

REM ** 

REM **--—---** 

ZZ fl HEM »* PAGE ft MAGAZINE - ENGLAND *» 
EO 3 HEM WHHHawwWWMWtWHHHHHHHHHHtWHW 
KT 10 CS=PEEKC106)-«1CSBASE=C5»256;GHAPNI 
CS O:P0KE 553 r 0:Pt)KE 62i,i:P0KE 756,CS 
tRESTORE 

PG ZB FOR 1-0 TO 247'READ J£POKE CSBASE+I 
, JsNEMT X 

KR 38 FOR 1=264 TO 471;REA0 J:POKE CSBASE 

+i,j:mekt i 

UU 40 FOR 1=1636 TO 1546JREAD JEPOKE I,Jl 
NEXT X 

VM SO FOR 1=1550 TO 1S6S:READ J:POKE t,Ji 
ME HT I 

MM 66 DL-FEEK15601+PCEKt561iMZ56 

JZ 7B POKE D1_ + 3*7L i POKE DL+G,134:POKE »L* 

6.6 I POKE t>t_ + 3.7 £ POKE DL+43,7:POKE DL + 1 

4.7 

KO 00 POKE DL+23,*5SPOKE PL424,PEEK 1560? : 
PORE PL 4-25PEEK C551J 

TU SO POSITION <»,0:? " EAiJdaJin fMUTMd 
0 “ 

NS 400 POSITION 21,0:? “stsphtns softwar 


LH 110 POSITION 11*1j? "STEPHENS SOFTHAR 


IM 120 POSITION i,2t? *'etcphens softwar# 


TO 13 © POSITION 20,2:? "ffiBHHB txiuiL 

GG 140 POSITION 16,4!? "P RESENT S" 

NX ISO POSITION 7,6:? “GREEDY" 

PO 150 POSITION 24,5!? "CATERPILLARS" 

UB 170 POSITION 7,3:? "MRITTEN BY NIGEL L 
LEWELLYN" 

SY 160 POSITION 11,111? "COPYRIGHT 1306“ 
KA 130 POSITION 14,14:? “MOM LOADING" 

YU 200 POKE 512 , 14 :PON E 513,6 
NL 21* POKE 54266,1»2: POKE 553,34 




A two 


player game 
Nigel Llewelyn 
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CASSETTE USERS 


RUM "D I 60E ED VZ ,f 

RFH POKE 764, 12:A=U5R£15701 

REM p :i 4 ! MHi r U - M 14;» HfJ 

DATA 0,ft,8,0,0,flj*^0 
DATA 0.25,25,42,42,21*21,40 
DATA 0 t 06 J 88,160 t lta P 14S i 148 J *0 
DATA *,85,0?,1?*,17«,149,14*,0 
DATA 6,8*,**,178,17*,14*,14*,4# 
DATA 4#,24,24,40,40*20,20,40 
DATA 40,80,60,IDS.160,140,140,48 
DATA 40,25,25,42,42,21,21,49 
DATA 48,25,25,42,42,21,21,0 
DATA 4fl,0*.0*,17W,17*,14*,14*,* 
DATA 4*,08,00,1*0,168,14*,148,0 
DATA *,24,24,4**40,2*,20,0 
DATA 40,24.24,40,40*20*20*0 
DATA 8,24,24,48,40,20,2*,48 
DATA 0,00,80,1*0,1*8,14*,148,B 
DATA 0,25,25,42,42,21,21,0 
DAT A 0,6 3 * Hi . 51,6 3 * h-3,6 X , 6 3 
DATA 0,12,**,12,12,12,*3,*T 



RX 4O0 DATA 0,63,63,3*63,40,*3,*3 
DS 4*0 DATA 0,*S,63,3,15 r I,63,*3 
XJ 500 DATA 0,51,51,51,63,63,3*3 
PU 51* DATA 0,*3,63,48,6 3 * 3,*3,*3 
VI 52* DATA 0,*3,63*4*,63,51,63,63 
PK 530 DATA **63,53,3,3,3,3,3 
UB 540 DATA 0,63,63,51■63,51**3,65 
(.9 500 DATA 6,63,63,51,63,3,*3,63 
AZ 568 DATA 1*,8,2*,85,85,*5*B5,2* 

M5 57* DATA *8,255,1*5,255 * 255,6*,6*, 1*5 
G.I1 580 DATA 60,255,251,1*1,255,66,60,1*5 
AE 5*0 DATA 4#,170,13*,170*170,4*,40,130 
GE 600 DATA 40,178,174,234,170,40,40,13* 
UU 61* DATA 0,28,62,11*,1Z7,112,11*,11* 

OV 620 DATA 0,126,115*126*127,115,127*126 
MG 63* DATA 0*63,112,112,112,127*127,63 
MX 64* DAT A 6,1Z6,115,115,115 *1Z7,127,126 
KM 658 DATA 0,127,112,124,112.127,127*127 
MH *60 DATA 0.127,112,124,112*112,112,112 
¥P 670 DATA *,63,112,112,119,115,127,62 
DM 66B DATA fl, liJ* 119,127, «7* 127* ill, 1H 
HE 6*0 DATA ft,127,28,28,20 * 127,1Z7* 127 
VH 706 DATA 8,14*14,14,14,118,126,60 
OJ 718 DATA 8,115,II*,126.124,126,11*,115 
UT 720 DATA ft,*6,*6,96* 96, 127,127,127 
TO 73* DATA 0,99,127,127,127,107,99,** 

MB 74* DATA 0,115,123,127*127,119,115*115 
LN 75* DATA 0.62,119,11**11**127,127,62 
HP 7*D DATA 0,128,115*127,126,112,112*112 
Lll 770 DATA 0 * 62,11 * . 119 * 119 , 12 7,126,63 
YF 7*0 DATA 0.126,115,127,126,119,119,11* 
HU 799 DATA 0,63,127,112*126,7,127.126 
2A 080 DATA 0 * 127,12?*28.ZB,20*28*20 
EA 81» DATA 0,119,119,119,119,127,127,62 
00 020 DATA fl,11*.119,119,11*,127,62,28 
OL 83® DATA 0,**.99,107,127,127,127,99 
RX 840 DATA O,ll?* 11?,20 * 28,11?,119,11* 

UK 856 DATA 0, 11 *,11*,127,20,28**2 * 62 
JT 0*0 DATA 0*127,127,14,56.127,127*127 
HY 090 REM T94-T J W: \^i I U 4 TilU 
T* 90ft DATA 72,169,0,141*16,212*141,24.20 
8,104 * 64 

AY 910 DATA 72,173,1ft,218,9,12,141,22 * IBB 
,169,0,141,24,206,184*54 


El 
ZL 
HQ 
TG 
X A 
5U 
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ZZ 
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REM 
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BY 
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REM M» 

REM ** 

REM M* 

REM MM 
REM M-H 

REM »*----** 

REM MM PAGE 6 MAGAZINE “ ENGLAND »* 
REM MMMMMMKKl I KMM M M W MmtMMW NW KMMl iWW M i f 




JO 

EX 


HZ 


TO 10 POKE 2,52;POKE 3,105lPOKE *,2iTRAP 
18000 

pb ii reh USLEEEEM COMM use poke 2*64 

INSTEAD OF POKE 2,52 
AG 20 DIM XH53 , M2 £5J * ST (15) 

MM 30 FOR 1=1 TO 15:ST CD=0:NEXT I 

GI 40 ST(7>=1 I STCil)=“1!ST£13)=40!ST £143 = 

-40 

YE 50 SCNO=lJC5-PEEK(106)-6 
MZ 60 GOTO 1800 

AM 180 S=PEEK £632) tZ=KiID+ST £5) 

(IK 110 IF PEEK CZ) =76 THEM SOUND 0,125,0*1 
2 ? POKE 2,0 : APL = A*»L-1 i 5C1=5CA + SC l POSITI 
OH 6,22!? SCIt SOUKD 0*0,0.0 
HH 120 IF PEEK t Z)=0 THEM X1(1)=Z:P0K£ 77* 
e:SOUND 2,00 * 12,10!SOUND 2*0,0,0 
138 51=PEEK £633) :Z1 = X2 CD +ST CSl) 

140 IF PEEK(21)=26 THEN SOUND 1,100,4* 
12 IPOKE 21,8!APL = APL-1iSC2=5C2+6CiPOST 
TION 20*221? SC2:SOUND 1,0.0*0 
150 IF PEEK CZi)=8 THEN X2Cl)=21;SOUND 
3,30,12,10:SOUND 3,0,0*# 

MM 16# POKE XI£5) * 8 : POKE XI£2) , 20 : POKE XI 

CD ,2? 

MY 17# POKE X2C5>*0:POKE XZ£2)* 156iPOKE X 
2(1),155 

KO 10# IF APL=0 THEN GOTO 220 

08 I90 XI£5)=Xi(4)1XI£4)=X1£3):XI(3)=MI£2 

I 1X1(2)=Mi£l) 

C5 Z#0 K2C5)=X2(4);X2C4)=X2(S)!H2f3)=H2C2 
) :X2 £2)-XZ£1) 

LJ 210 GOTO 100 
RM 220 SCREEN=SCREEN+1 

LY 230 IF SG»EEN=SCN0+1 THEN GOTO I860 
HO 239 HEM 

UU 248 GRAPHICS OiPOKE 16 * 64 POKE 53774,6 
4;POKE 55 9,0:POKE 752,iTP0KE 756,05 
UK 25# D1=PEEK £5*0)+PEEK C56DM256 
HD 26# POKE DL + 3 * 71:POKE DL+6,7 + 1281 POKE 
DL + 11,6:P0KE DL+1Z,6:P0KE DL + 17 *6 : POKE 
DL+18,6 

YP 270 POKE DL+26*6S5 POKE DL*27 * PEEK£560) 

1 POKE DL+28,PEEK£561) 

BC 280 POKE 512*0:POKE 513,6 1 POKE 54286,1 
92 

IT 290 POSITION 2*#:? "sHEShIEJ]" > POSITION 2 

6,0:? f, ct3rtSRp0LiBH0" 

TU 30# POSITION 3.3:? "YOU NAME JUST EAT 
Y DUtt HAY THROUGH’ 4 1POSI t ION 6*5 1? 

Qn '*i SCREEN - 1 

UN 310 POSITION 5,01? “GET READY TO EAT T 
HE APPLES ON**: POSITION 6,10:? "stlrSeE 
■* * SCREEN 

GG 120 IF SCREEN=SCWO THEN POSITION 6,111 
? “THIS MILL BE THE LAST SCREEN 11 
LD 330 POSITION 2,15:? "BLUE CATERPILLAR 
PINK CATERPILLAR" 

«J 340 POSITION 7*16:? "SCORE"fPOSITION 2 
8*161? "SCORE" 

OF 350 POSITION 7,17:? SCI1 POSITION 20,17 
1? SCZ 

RH 3*0 POKE 559,34 

MU 370 FOR DELAY-b TO 20##:NEXT DELAY 
AJ 199 REM HHI-fcM>J;!■«■irm44: ■ 

MS 460 GRAPHICS #;POKE 16,64:POKE 53774,6 
41POKE 55?,01 POKE 82.O;P0K£ 752,1 fPOKE 
75*,CS 

GO 410 POKE 70ft*186:POKE 709,88:POKE 71ft* 
122:POKE 711*58 

OR 420 T1=PEEK£88)+PEEK£89)M256 
UI 43# DL=PEEK£5*0)+PEEK£5*13*25* 

AB 440 POKE DL+3,6ft:FOR 1=6 TO 23 
ZH 450 POKE DL+I,4:HEHT UPOKE OL+24,132 
0A 4*ft POKE 512,0iPOKE 513*6:P0KE 54286,1 
*2 

FZ 5D0 POSITION P,0 

iz 510 ? " 'mtttifflStmnwttBnwttmSBatttinSBttttiTfaj 
ntt&mtamtffl"; 
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LE 

529 

j 

7 

"Y. 

r."i 

X 

V 

X 

DO 

539 

7 "Y. Stt. 

* tttttiK" \ 

t 

/N, - /B. 

sn. , /a. * 

YM 

540 

X 

**r. 


X 

X 

TM 

559 

/& 

, 

■ ■ m 

- Y."\ 

+ /sonasn. in) 

. lit. /SJtfltt* 

KE 

560 

K 


"7. y. 

K K"1 


X X 

X X 

TZ 

579 

- X 

? 

“X !* 

, K**j 


x immniiw - 

/i I , x 

MA 

see 

& K 

r. 

"X Y. 

JfM 4 

X 

XX X 

1 n* , /) n 

R J 

579 

, K 

? 

t 

"X X - 
- x**; 

X 

x , /mm . ■ 

, x 

VO 

600 

K 

7 

"x r. t 
Y. X" i 

X 

» X 

X 7fl . 78, 

B5 

610 

- X 

7 

"x r. 

X X**J 

X 

/n. /a. x 

X 

BD 

620 

x y. 

7 

r 

"x , - 
x x**j 

X 

X 

/& /mm. - 

OV 

630 

x x 

? 

"X X 

X X**J 

X 

■ as. - ml 

X X 

CT 

540 
7. £ 


“»! - * 

»N X"; 

X 

* , x /» ■ 

, , ! toasts* 

HG 

65D 

X 

7 

**X X 

x x**; 

X 

X X 

X 

RH 

660 
) . 

7 

4 

"x , - 

r 

* 

. i tma) * /a» 

/Stt* /nstttsi 

02 

670 

7 

*'X X 

x**: 

, 

X 

, X 

HG 

6B0 

? ■■ * tarn# 

/B. K'*J 


78. - 78 

/«. , /u 

FU 

670 

r. 

7 

"X 

X”, 

“ 

y. 



ho 7«e ? " c muuuo mi rr min us) aaatm) immmaumi 
ran ttmanw*"; 

SZ 710 7 « SLUE CATER’PILLAR P t«K CAt 

ERPILLAR" 

VK 720 7 11 SCORE SCO 

RE" 

HD 730 POSITIOH 6,22:? SCi1PUS1T1UN 2ft,*2 
I 7 SC* 

ZT 740 POSITION IB,23:7 "SCREEN M jSCREEN? 
:POKE 592,34 

GJ 74* REM *iiW1 JJ1 *-» AlUl FitiJ 

TH 75B FOR 1=1 TO St 

ZP 760 AP=INT(RHDC9)*717>+49 

Ttt 770 IF PEEKCTL+AP)<>6 THEN 760 

FL 760 BEG-AP—IHT (AP/40JW4G 

UZ B00 C=PtEK(TL+BEG3 

V« S10 FOR J=TL+BE& TO IL+AP-40 STEP 40 
5K 020 Z - PEEK IJ + 401 :P0KE J,C:PDKE J+40,Z6 

! C = Z 

K 6 03O SOUND 0,J/3,10,10 X KEHT J! SOUND 8,0 
,0,0!KENT l!APL-Sft 

CH 040 FOR 1 = 1 TO Si HI Cl)=0:H2(13= 0iNEHT 
I 

KP 850 Ml(13=TL+72±:M2(±1=TL+?B 
JF 060 3C-SCREEtt*6 ; GOTO 109 
Kn 02? REM ■ mr«irTJFN 

PF 1000 GRAPHICS 0 : POKE lb. 64,1 PUKE S3774, 
54:POKE 559,0!POKE 7S2,l!P0KE 756,CStP 
OKE 710,118:POK E 711,122:PDKE 7B9.5B 
ZZ 1610 POKE 700,202 

If 1O20 DL=PEEK(S60)+PEEK(56i)*2S6 
HP 1030 TLrPEEK (99) #PEEK £623 *256 
UK 104P POKE DL+3,70:POKE DL+6,6+126 
IH 1050 POKE DL+*,7:P0KE DL*10,7 
MH 106 B PONE D| *■ 1 6,4 ' POKE 6L+17,4:P0KF DL 
+ 10 ,4 

UB 10 70 POKE l>L *■ Z B , 65 3 POKE Dl_ +22 , PEEK (SEft 
3:PONE 01+30,PEEK(551) 

HA loan POKE 512,0:POKE 513,6:P0KE 54206, 
122 

HN 1020 IF SCREEN = 0 THEM POSITION 1,0!? " 
£■*14 JIT-TM POSITION 16,1:? "P 

RESENTS** 

Oil 1100 POSITION 2,3:? "GREEDY" ! POSITION 
26,3:7 “CATERPILLARS" 

PS 1110 POSITION 14,51? "INTRODUCING 1 * : POS 
IT TON 6,7:? "0ILLY AND OEM 

NY" 

RY 1120 POSITION 6*2:? ‘ K« 1 

9KH" 

Fh 1130 POSITION 10,13:7 "PRESS START TO 
BEGIN"{POSITION 2,15:? "PRESS OPTION F 


OR NUMBER OF SCREENS ";SCNO 
TV 114B POSITION 2,17;? "BLUE CATERPILLAR 
PINK CATERPILLAR"{POSITION 6,10:7 
SCI;POSITION 20,10;7 SCZIPOKE 557,34 
NR 1150 IF SC1>SC2 THEN POSITION S,20!? 11 
THE MINNER" 

MH 1150 IF SC2>SC1 THEN POSITIOH ZS,20:7 
"THE WINNER' 1 

ZL 1170 IF SC1=SC2 THEN POSITION 11,20:? 

"THE GAME IS A DRAW" 

CK 1240 KlCl)=TL+370;H2C13-TL+3ft8 
ZG 12S0 FDR 1=2 TO 5 

HL 1260 HI(IS=H1(13-CI-11 IX2(IJ=H2(13 + (I~ 
11:NEXT I 

I3H 1270 FOR 1=0 TO ISiGOSUB 14S0 
ZZ 1280 POSITION 1,112? ** :"!POSITION 37“ 
1 , 11 !? "! " 

FB 1270 FOR P=0 TO IZsNEKT D:NEHT 1 
OP 12 72 REM 41J4!4:1 Jilg[:U 

CS 1300 Zl = lfZ2 = -l :Ft»P 1=0 TO 7!G0SUB 140 
9!NEXT I 

UF 1310 7 1=40:22-40:GOSUtt 1480 
AG 1320 Zl=“lIZ2=lIFOR 1=0 TO 16:GO SUB 14 
00:NEHT I 

UL 1330 £1=4O?Z2=40;GOSUB 1400 
HH 1X40 Zl=l!Z2=~1:F0R 1=0 TO 16:GOSUD 14 
00;NEHT I 

HO 1X50 Zl=-40!Z2=-492G0SUD I486 
AS 1360 Zl=“l!Z2=l!FOR 1=9 TO 16:G0SUB 14 
08:NEHT I 

HH 1370 Zl-i-40 : Z2 = -40 : GOSUB 1490 
OH 1300 Zl=l!Z2=-±;FOR 1=0 TO B: GOSUD 148 
O ; NFHT 1 : FOR D--9 TO ±2 ! NEHT D 
RL 1370 FOR 1 = 0 TO 1 OB :GDSUB 1459iFOR D=8 
TO 12:NEXT D!NEXT I{GOTO 1270 
ifU 1377 RCH E™ \ fclTJ, =ON*F-V 4 =1J40^:1 

CH 1400 POKE MlC51,8!PONE Ml 12),156iPONE 
Ml(1),155 

Lft ±410 POKE M2 (5) ,0:POKE M2C 2 3,15B:POKE 
M2(13,157 

VJ 1420 Ml (53=H1(41 !HI(43=H1(33 :HI £3)=M1( 
211K1(2)=Ki (13 

HC 1430 M2(53 = H2 (43 :K2C4)=M2(31 :M2 £-I)-K2£ 
23;KZ(21=N2(13 

PA 1440 Mlf!3=K1(11+21:M2tl)=M2til+Z2 
NR 1450 READ J:IF J = -l THEN BE STORE 6908: 
GOTO 1450 

HH 1460 SOUND 0,J,LO,4;SOUND 1,J42,1G,2 
FT 1470 IF PEEK(532723-3 AND tCEY = 0 THEN S 
CNQ—SCHO+1”(SCN0=73*2;KEY=1 
VC 1460 IF PEEK(5327*3 —7 AND KEY=1 THEM K 
EY=0:POSITION 3?,15i? SCNO 
FC 1470 IF PEEK (53272) 0 6 THEN RETURN 
OH 1500 5CREEH=1:SC1=BJSC2=0 
UG 1510 SOUND 0,0,0,9:SOUND ±,0,6,0 
YG 152U POKE 77,9:POP :GOTO 409 
HH 5290 REN THE * W?U 
UU 6090 DATA 21,01,72,71,61,75,71,60 
QL 5010 DATA 69,53,72,69,64,72,72,61 
DI 6020 DATA 66,72,61,71,72,60,66,72 
DP 6030 DATA 21,01,26,71,71,Hi, 1 2 , ft 1 
GK 504D DATA 71,-1 
£J 19000 RUN 


El 1 BEM N+HHHHMHHHHHHHHHHHHHMHHHHHMWH 
ZL 2 ftEH -MM GREEDY CATERPILLARS 

NO 3 REM N+t 8¥ 

TG 4 REM ** NIGEL LLEWELLYN 

HO 5 BEM W» 

PP 6 REM 4+M 

ZC 7 REM wm ----—— 

ZZ 6 REM JW PAGE 6 MAGAZINE - ENGLAND 
EO 7 REM W WW mt HN M i CMMimwm t i i w mfxw MHHMW W 1 
AY 10 BEM 

JF 26 REH AUTOMATIC LOAD AND RUN 
TF 30 BEM BV JASON HALPIN 
00 40 REM PAGE 6 ISSUE 20 
BC SB REM 

KN 60 GRAPHICS 9:POKE 621,1 
UV 70 POKE 752,1:? I POKE 719.0 
CN 99 FOR 1=1570 TO 1566 tREAD A 
MJ 29 POKE I,AtNEHT 1 
HP 109 POKE 764.12: A = 11 SR (15703 
GH 119 DATA 162,253.154,167,193,72 
DM 129 DATA 167,04,72,162,4,32,182 
CM 130 DATA 107,162,255,76,4,197 


14 Page 6 - la&ue 2S 







CENTEC -THE BEST DISKS AT 

THE BEST PRICE ! 


5.25" COMPUTER DISKS - BULK PACKED 


QTY 

SS 48TPI 

SS 96TPI 

DS 48TPI 

DS 96 TPI 

DS 48 C/R 

DS 96 C/R 

25 

£10,99 

£11.99 

£11.99 

£12,99 

£14,99 

£17,99 

50 

£19.99 

£20.99 

£20.99 

£21,99 

£27,99 

£32,99 

100 

£36.99 

£37.99 

£37.99 

£41.99 

£45.99 ■ 

£57,99 

150 

£52.99 

£55.99 

£55.99 

£57.99 

£63.99 

£80.99 

250 

£85.99 

£87.99 

£87.99 

£91,99 

£103,99 

£126,99 

500 

£167.99 

£172.99 

£172.99 

£179.99 

£202,99 

£248,99 


C/R = COLOURED OR REVERSABLE DISKS - PLEASE STATE. 

REVERSABLE DISKS HAVE TWO HOLES AND WO NOTCHES ! 

ALL CENTEC DISKS ARE PACKED WITH A PROTECTIVE JACKET ( ENVELOPE ) AND COME 
WITH A FULL USER SET, INCLUDING A LABEL AND A WRITE PROTECT TAB. THE DISKS ARE 
MANUFACTURED TO TOP INTERNATIONAL STANDARDS AND HAVE A HUB RING FOR 
ADDED PROTECTION. 


3.5" DISKS - 

SPECIAL OFFERS 

BULK PACKED 

& BEST BUYS ! 

QTY 

SS 135 TPI 

DS 135 TPI 

STORAGE BOXES ... 

25 

£ 29,95 

£ 35.95 

HOLDS 100 5.25” DISKS £ 9.95 

50 

£ 55,95 

£ 62.95 

HOLDS 90 3.5” DISKS £ 9.95 

100 

£ 105.95 

£ 119.95 


150 

£ 149.95 

£ 169.95 

90 DOUBLE SIDED 3.5” & A BOX £ 115 

250 

£ 239.95 

£ 269,95 

100 DOUBLE SIDED 5.25” & A BOX £ 4' 

500 

£ 459.95 

£519.95 



3.0" AMSOFT CF2 DISKS 


ALL DISKS ARE SUPPLIED WITH 

FULL USER LABELS. 1+ £ 2.29 10+ £ 19.49 50+ £ 96.99 


CENTEC ELECTRONIC SYSTEMS 

UNIT 3 

THE METRO CENTRE 
BRIDGE ROAD 
ORPINGTON 
KENT 

(0689 ) 61947 / 62103 

REMEMBER - ALL PRICES INCLUDE VAT AND DEUVERY ~ NO EXTRAS TO PAY ! 
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DISK ONLY 


MUNCHY 


If you found Munchy Madness ( Issue 24) too easy or too 
hard, or have completed all the screens, then worry no more 
for the Munchy Madness Screen Designer will let you design 
your own screens ranging from the ridiculously easy to the 
impossibly hard! Don’t worry, the Screen Designer is simple 
to use, requiring just a joystick and a little time. I wish that 1 
had written it before designing the original screens! 

GET DESIGNING 

Type in the main program, check it as you go with TYPO 
3 and SAVE a copy to disk- RUN the program and away you 
go. 

'There are three main menus shown on the screen. You 
may select any item of these by moving the joystick up or 
down, left or right to highlight your choice, Pressing the 
joystick button will then put you in the mode selected. If you 
want to return to the main menu at any time, simply press any 
key. This w r orks on any selection except Load and Save where 
you should press RETURN to abort. 



by Paul Lay 


SEND IN YOUR SCREENS! 

Send in YOUR Munchy Madness screens for others 
to enjoy* Maybe we can get together a whole col lection 
of Munchy Madnesses! For each disk of screens you 
send in you can choose any of the PAGE 6 Issue disks or 
any of the disks from the PAGE 6 Library in exchange. 


MADNESS 


DRAW MENU 

This allows various objects to be drawn on the screen by 
simply selecting them, moving the cursor to the desired 
position and pressing the trigger, You select the item you wish 
to use by placing the cursor on it and pressing the trigger. 

This will present you with the screen you are designing and 
allow r you to plot. Pressing any key will return you to the main 
menu to select another item. The elements you can use are as 
follows. 

Space - spaces can be positioned anywhere on the screen 
except at the edges. If you wish to ’unploT any character 
simply use a space to overwrite it. 

Land - may be posiiiohed anywhere except at the edges. 

Wall - You may have a w r all anywhere you wish except 
over the players start position or the exit position. 

Edge - the same rules apply as with Walls, 

Heart - may be positioned anywhere on the screen except 
at the edges or over a players start or the exit position. 
There must be at least one heart on each screen up to a 
maximum of 99 and you must ensure that ihe number of 
hearts is the same as, or more than, the Number selected in 
the Set menu. 

Boulders - can be any where, subject to the same rules as 
Walls* 

One final point to note is that the total number of hearts 
and boulders combined must not exceed 2o6> 

SET MENU 

This allows various parameters of the screen to be altered. 
Coupled with the DRAW’ facilities this allows an almost 
infinite number of screens to be designed. Numeric parameters 
are selected by moving the joystick up and dowm to increase 
the value and by moving left or right to select other digits. 
Press the trigger when you have finished. 

Start - allows the player’s start position to be set by 
positioning the cursor and then pressing the trigger. Note 
that the start can only be positioned in the top left area of 
the screen and can only be positioned over spaces or land. 
The default start position is 1,1. 
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SCREEN 

DESIGNER 


AC i* REH M II K N M KII W N M MW M W W * M 1 ** ** ****** 
FW Li filTM * 

III 1« HEM " Page 6 MagaTin* pphuiU 
GF 16 h£h a 


Hunchy Nidn»*l 
Screen •Pesigner Prgjfih 


By Fail] Lav, 1M? 


a2 ih HtH 

ok ze REH 

F X 22 REH 

UR 24 REH 

Gf 26 REH 

l<H 26 REH 

FU 36 REH * ' 

AK 32 REH M NNNM K W W MM W 4 B M **M« * * ■ ■ * * MM HJ 

BI 34 REH 

IfJ 1RDV REH Pjit.tjmJlTJlI.j gi. 1 : 

TH 141R RAHIQP=PEEKtl86) 

HO 1*26 CMSET=RftHT0P-l&:BI5F|-RftHTnP a 
IF 163* D1SP2-RRHT0P-4:BISP3-R*HT6P 

ttt tea* reh 

MB 1650 GD6U6 5*7® 

2* IRE* HtH Pf3L«T| -. TT^ai^ 

EP 1B/U GOSI1B 5226 

OB 1660 REH 93M1 U f 41 

CM 1620 GOSIIB 5650 
TF ±160 REM 
BM llie GQ5UB 5330 
ES 1120 REM SiKI 
BB 1130 GOSUB 5560 
VA 114# REM 
ZY 1150 POKE 106,0I3P3I GRAPHICS 6 
PC HE® POKE 752*1 ePRlRt 
60 1170 P1I5T=PEEK l5«®>*a*E«PEEK15*11 
UK USD LH5L6-0L15T + 4:LH5ttI=0LI5T+5 
TV 1126 REH 
AM 1200 GOSUE 5130 

RI 1216 REH WMJf lJJJ.I JiiHWIIllH.1 
SP 1226 OR HEM 11*1 GDI!) 12 4**1266,317* 

gl 1236 reh rimn™in»iTTi 


IH 12*a POKE | HM O . LH? - POKE Lmhl, !llZ 
OH 125* PUKE 6**102:POKE *2,H12 
BU 126B pnKF 7*2*141 POKE 216 .b 
JL 127* POKE 717, UB:PCKt 7*6, tHSt 




Exit - can be set anywhere on the screen (except over a 
heart or boulder) by positioning the cursor and pressing the 
trigger, The default exit position is 2,2. 

Colours - may be altered to whatever you wish, After 
selecting a colour register (0 - 5) the characters used in the 
screens will be displayed and the colour can be altered by 
moving the joystick up or down to alter the hue or left and 
right to alter luminance. Press the trigger when finished. 

Time - allows you to set the time in which a particular 
screen must be completed. This, coupled with the amount 
of detail on screen will determine the difficulty level of your 
screens. The default time is 100 but any time between 40 
and 999 may be chosen. 

Number - is the number of hearts needed to complete the 
screen. You must have the same number, or more, hearts 
otherwise you cannot complete the screen, For an easier 
screen ensure that you have more hearts on screen than the 
number used here. 

SCREEN MENU 

This is where all your hard work can be saved or loaded 
or where you can scrap it all and start again! 

Clear - resets the current screen. To be safe you will be 
prompted to confirm your decision. Move the joystick in 
any direction to alter the response and press the trigger 
when ready. 

Load - will allow you to load a previously saved screen to 
continue working on it. Simply enter the correct filename 
when prompted. If you wish to abort, press RETURN 
without typing a filename. 

Save - allows the current screen to be saved to disk. If 
there are any errors in the design of the screen they will be 
reported and the save aborted. When prompted to enter a 
filename, you may return to the main menu by pressing 
RETURN without typing a filename. 

MAKING A NEW PROGRAM 

Once your new screens have been designed and saved to 
disk, it is time to combine them with your original Munchy 
Madness object code program. Note that it is the program 
created by running the Munchy Madness listing from issue 27 


that you must use and not the BASIC listing itself. The 
Munchy Madness Joiner program does it all for you, quickly 
and simply, 

THE JOINER PROGRAM 

Once you have typed, checked and saved listing 2, and 
designed and saved your screens, just follow the steps shown. 
You don’t have to use a new- disk but it is probably wiser until 
you get used to the procedure. 

1. Copy your original Munchy Madness object code 
program to a new disk (NOT the original BASIC listing). 

2 . Copy the new screen, or screens you have designed to the 
same disk, You may have between one and four screens. 

3* Load the JOINER program and change the DATA 
statement in line 22 to that of your OLD Munchy Madness 
program. 

4. Change the DATA statement in line 12 to the NEW 
filename you wish to use (Don’t use the same name as the 
old program). 

5* For each screen used change the DATA in lines 32, 42, 

52 and 62 to the filenames you have used for each of your 
screens. If you have only one screen delete lines 42, 52 and 
62. With two screens, delete lines 52 and 62 and if you have 
only three screens delete line 62. 

6. Leave your new disk in drive 1 and RUN the joiner 
program. A new Munchy Madness program will be created 
on your disk with the filename entered in line 12, 

That’s it! You can now run the new Munchy Madness 
program with your own screens by using Option L of DOS in 
the usual way. You can have as many different versions of 
Munchy Madness as you wish. Get designing! 
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GT UBS POKE 764,3*5 

KH 1796* OH OPT+1 ti(J 10 1300,1410,1310,15301 
,1340,1350 

£K l?ae CHAA=SPACEsO fllO 1360 
IP 1310 CNAR=LAMP : G01O 1360 
IP 1320 CHAO"? MO LI. rGOTO 13bO 
HH 1330 CMAH-E0GE;GOTO 1360 
GH 1340 CHAR=HEA*T:GOTO 1360 
Zn 1300 CHAR = eOlll PfR 

I K 1360 IF PEFKC./64} t>255 THEM 128* 

UE 1370 LQCptt RPOS , VPOS , DLDCHAH 1 
0 0 1300 FK:?KPDSfPY = VF05 
RK 139* PC=CLR50R3COOUB 5100 
AA 1400 OLfrHPO5zKPQSiflL0VPO5=9P*S 
Hr 1410 IF HOT STRIGC8) THEM ±540 
10 1470 HiSTICK(«> 

iC 1430 IF STifc OR ST-6 OH ST = 7 THEH HPD4 
-HPOS+1 

Kb 1440 IF ST** OK 5T = 1* OH Sf=ll THEN «P 
OS=XPOS-1 

PK 1450 3P ST-6 Ofl 5T51A Ofi 51=14 THEM VP 
05=VPPS-1 

PN 14b0 IF 51=6 OB 5T=9 PR VT = 13 THEH VPD 
5£;TPOS + i 

OK 1470 PH = VlDXPOSiPV=V'L.0'YP0S 
HZ 1400 PC=0L&CHAHqG*S06 5090 
OH 149* IF HP0S>39 THEM RPCS"* 

VO 1500 IF KPO5<0 f«EH KPOS-** 

IT 1010 IF VPCS>23 THEH VP0S-6 
SH 152R IF TP05 <.« THEM VP0S=23 
PR 1526 GOTO 1360 
HH 1540 PC-=OLPGH00 i tOSUB 510* 

M0 1550 UN QPT+1 GO TO 1560,10*0,1600* 3*3# 
,1*40,1690 

AC ±560 IF HP05=& OP KFOS=39 OR VPO5=0 OR 
VP0S473 THEH CHP-±:GOTO 1700 
PH 1570 GOTO 1710 

AI 150B ff NPOS=A OR JiPQS = 39 OR YP05=6 OR 
VP05=23 THEM EPR=l^G0TO ±700 
MS 1590 GOTO 17±6 

EH 1600 IF KP0S=5TARTKPOS AMO VPOS^STARTY 
P05 THEM ERR=2;GOTl 1700 
QM 1*10 GOTO 171* 

IM 1020 IF HP0SSSTAPTXPO5 AMD VP05=5TAKTY 
P05 THEM ER0=I:GOTO 1760 
RE 1*30 GOTO 171M 

IV 1640 IF KPOS=.R OR KPOTilT OB VPA5S0 OR 
VP05=23 1HEH ERPSliGOTO 176* 

CM 165* IF KP05=5'TDRTMP0 5 AHP VPUS=STARTY 
P55 THEM £RR = 2 3 G0TC 1700 
MO 1*60 IF XP05=EHITKP05 AM0 VP05=EHITVPO 
S THEH EHR=3l£OTO 1700 
PC 1670 GOTO 1710 

AK 1600 IF KPO5=0 OR MPOS=J9 OR TPO5=0 OB 
YPD5-23 THEM EHRSliGOTO 17*D 
AI 1096 IF HPDSSSTARTKPOS YP0S=5TAftTY 

POS THEM FRR^asGOTO 1700 
H0 1700 IF kP 05=EHITKPD4 AND YPOS=EMITYPO 
5 THEM ERfl = 3 r GOT 0 1700 
0K 1710 IF OL0C«0R=MEAHT THEM HH«HE*HT5=M 
UMHE AHT5-1 

CE 172R IF Ol 6CHAH=0OUL6ER THEM HDH60ULDE 
RSzHIJHOUUL&ERS l 

TH 173* IF ECHARSMEART OH OHAfl = 50111.0 6*1 A 
HD C.NUMHEARVS+MtlMBDUL0ER5>=2551 THEH E 
RR-4 3 GOTO 175* 

00 STSS IF (CHAR=HEARTT AMD (HUHHFAfifS>=9 
91 THEM tBR=5!GOT0 ±700 
IT 17*0 IF CHAR-REART THEM MUHHEORTSPMLHH 
EAHT5F1 

ZA 1750 IF CHAR = B01ILDEP THEM MUMBOUL0ER5= 
NlfWaULDEAStl 

GE 1700 Pt=CHAPsGDSU5 5090 
FH 1770 0LPCHAK=CHAfl:GOTO 1470 
CF 1790 GRAPHICS A 

LH 1790 POKE 7*9,143pnME 710,1*0 
UI 1000 POKE T12jia:F0*t 756,224 
PC imu POKE 752,1 

VH 1620 PRIRT CHBf N12S1 ;CHTl5«2a31 

M* 1010 PRIRT *15 

02 1040 PRIRT I*' 

MU 1050 PRlRl “ * 1 "tPRIRT !P 

RIRT 

TM 1060 OR FRR GOSLB 1910,1920,1930,1940, 
1945 

GA 1070 PRINT ; PBIHf ! PRIRT “-FTKI trigs 


CM 1060 IF 5TPIGC01 ITHtH 105* 

GO 1690 IT HOT STBlGtOJ' THEM 1690 
BE 1900 GOTO 1240 

IN ±91* PR [HI “iiaXS IllfflJl CKlfit ttr PO 
litltned on"I PRINT ■' “r* 

PIT .*■: RETURN 

HC 192* PHI MT 111*941 Chiructer PR 

sitinnfd on" $ PRIRT ■■ player's sta 

rt *OSi. t iDA,“iRETUBR 

IM 1930 PRIRT »aaa?ia Illegal thar»n»f po 
Mitioned 40**1 PRIRT ** wxit positic 

0,“f RETIIWH 

kk 194* prim f TOO 5*ny htartt *nd 

buulduri, 11 i RETURN 

KD 1945 FHIMT HBZI Too mmtiy hesrti.“:fiE 
TUMR 

EJ 1950 REM LI 1 * J -1' U liLU 

GH 19R0 Ott 0PT4J GOTO 1900,2050.2100,256* 

, 206* 

HP 1970 HEM Eil tmilW 4 'nftl ']L 
rn 1980 COSUB 483*1 IF ABOUT 1HEH GOTO 120 
0 

IL 199* IF XP05»=I0 OB VFUS>=12 THEH ERR= 
IiCOIU 465* 

CM 2*00 IF HP*5=0 OR VPO5=0 THEM EBR=2;GO 
tfi 465* 

A 7 7010 IF Ell 0CHAR = HAI L OR OL0ChAR=EDGF * 

H QLPCtfflR = MEART OR 0LDCHARAO0ULDEH THE 
M FftB- i: GOTO 4650 

yY 2*20 STABTKPO5=MPOSiSTARTYPBS=VP0^ 

HN 2030 GOTO 1200 

HH 200* GOSUB 4*3D:IF plMJBl THEH GOTO 17* 
0 

HV 2*60 IF OL0CHAH=M£ART OB OL0CHAB=*OUL0 
ER THEM IKK-1 I GOT* 4650 
VII 7070 EttlTWPO*—RP05 : EK('TYP05=VP05 
01 3060 GOTO 120* 

pi 1*90 semi 

AH 21*0 GRAPHICS 0 

L& 111* POKE 709,14 POKt 718,274 
10 212* POKE 712,76 >POKE 752,1 


GD 

213A 

POKE 764.256 


ML 

2140 

PRINT 


S ■!” 

R A 

215* 

PRINT ■ 

ItlSWim-JIMJI" 


MP 

716* 

PRINT 



VH 

1178 

PRINT 

: pbthT *1HtiJK4UR 

ITHB" 

OH 

21*0 

PRINT 

iPfllNT "0 

Lend" 

,0K 

219* 

PRIMT 

: PRINT "1 

Hearts" 

MI 

220* 

PRINT 

TPriIMT "2 

Buu Iders 


£ Halls'* 



RH 

2210 

PRINT 

:PRIRT "3 

Edges, PI 


■ycr 

£ EWit 

*■ 


HS 

222# 

PRINT 

; P R [ H T , l 4 

B a e h g ra u n 


LUF =1701 Ut-1 

ZU ZSDD IF ST = 6 DR 5 T = 10 OB 5T = 14 THEM VA 
LUE=VALUe+L* 

AR 2510 IF ST=5 OP ST=9 OH 51=13 THEM PAL 
LIE =VAmF“lG 

HH 252* TF VALUE<0 THFM VALUE=UALUL*256 
TP 253* IF VALUE>255 THEM VALUE=UALOE-256 
EM 2540 POKE 706+CE,VALLE:GATO 2440 
ZA 2«S0 IF H0f 5TRIG(*} tMEM 255* 

£0 7060 C0L5 ICG9=MALUE:GOT* 21*0 
ul 2570 reh rr Tiiii! ji itt-LiMJC: 

CC 25*0 GRAPHICS 0 

MJ 259* POKE 7A9,14 £ POKE 710,224 
JU 2 G DO POKE 717,>61 POKE 7S±,1 
GH 2610 PO*F 764,255 
El 2626 PRlMf ;P»IHT 


TH 2230 PRIMT i PBlRT "Set cAlOiir" 

CR 2140 POST TIOH 13,17SPRIMT CH*5«CC*t26J 
HP 2250 FOR DEI AY-1 TO 5!NEXT 0EL0V 
LM 1260 IF PEEK ( 7647 0 255 TWEM 1206 
VO 1276 IF MOT STHEtiJ THEN 2340 
JO 22*B 4T = 5TICKt*J 

CR 229* IF 5T = 6 0* 5T = 1* OR 5T = 14 THEM CG 
= CC*I 

MB 236B IF 5T-5 OR 5T=9 *R ST=13 THEH CC= 
CC-I 

HG 231* IF CC<0 THEM CC=4 
GR 2320 IF CO 4 I HEH CC = 0 
DM 2338 GDtO 224* 

MJ 2340 IF MOT STRIGfBT 1HEH 234* 

Fb 2350 GRAPHICS IOifOKE 75G,CH5ET 
OR 730* FOR Cl-B TO 4 
MV 2378 POKE 70H+CL,COLSICL1 
MI 23*B KEHT CL 

M€ 2390 5M=PEFK168J*25b»PEEKC89» 

BZ 2400 POKE 5M*26,±:P0KE 5M+33,134 
VC 241A POKE 5H*66,1971 PUKE SM+73,66 
ZJ 2*2* POKE SM+185,331 
NH 2*30 P8KF 764,2551VALUE=COt5tGCI 
LT 2440 IF PEEKT764J<>255 THE* 71D0 
TV 2458 ir ROT STHtGIOJ THEM 2558 
JB 24G® 5T=5T3CKI01 

HH 2478 FOR PEL PV-1 TO SsMERT DELAV 
67 7400 IF ST=5 OH ST=6 OH 5T = 7 THEH MALM 
E=UALUC+1 

CO 249* IF ST=9 DR ST=10 »B 5T=11 T0CM MA 


UK 2630 PRINT 
GU 2540 PRINT ‘"I f l ' 

HC 2660 TIHF5I01 -INI (TIMEVlU*! 

VH £66* TIMES tIT =INTI[TIME-1B* H T1ME S(fll > 7 
10 } 

DZ 2G7* TIME5C2JitlME-10*''TIF*516}-lOMTlM 

es eu 

PIT 2680 PRIRt : PRINT "TiM# " t TIMES 1(0 ; TIM 
ESIU , TIMES (21 
HJ 269* Cl—2 

LO 270* IF PCEK(7b4i 0255 THEM 1208 
ftK 2710 IF MOT StftIGt** THFM 2640 
IV 2728 5T=STrcK t* J 

HH 2730 FOR PELAV=J TO 51NEHT DELAY 
KE 274* IF 5T = 5 OR ST=6 OR 5T = 7 THEM P04I 
TIOH 7tCt,S!PRINT TIMS 5ICTI :CT^Cf*1 
8H 275* IF 5T=9 OR 4T=10 OR STril THEM Pfi 
ST TI□H 7+CT,5iPRIRT TIMESICTJ fCI=CT-1 
ft* 2700 IF CT f* THEM CT=2 
AC 2770 IF CT>2 THEM CT=* 

TF 27*0 IF 51=5 OR 5T=10 OR ST=14 THEM TI 
MC5CCT3=TIHC51CTJ +1 

EH 279* IF ST = 5 OR ST=9 OR ST =11 tHCH T3H 
E 5 ECU — TI ME5 CCT J "1 

VI 200* IF TIMF5(CTJ<0 THEM tIME5(CTJ=» 

OT 2816 IF TIMES CCT)>9 THEM TIWE5fCf>=0 
VU 2520 PO5ITI0H 7 + CT,»iPRINT CHH5 CTIME5T 
ttS+1761 

KF 2630 GOTD 27*0 

61 204* IF MOT STRlGtOJ THEH 2040 
66 285* TIME=lM*fI«£S*01+l*»tIMESeil+TIrt 
CftlHIF TIW(I# THEM THMS = 40 
OU 2066 GDTO 17*B 
ZH 2*78 REM Jl 

Cl 2600 GRAPHICS 0 

HP 289* POKE 769,14fPOKE 71*,224 
KA 298# POKE 712,75:PUKE 752,1 
GH 291* POKE 764.765 
CA 2926 PUT"! iPRIRT ’1! 

1B3K 


TiHtflfcfiiijr 


PS 2930 PRINT 
as 794* PRIRT 

L6 295* H**f S18J =IMT EMUFItOLLECT^l*> 
ai 296* HARTS Cl1SRUMCOLLECT-100HART5T*} 

Ot 1S76 PRIRT t PRINT "HfirtS ";HARTS tfl} ;H 
ARTS C II 
SH 2980 CH±I 

MT 2990 IF PEEK 17641 0 255 THEN 12*0 
SK 30*0 IF HOT STRIGC01 THEM 3136 
TF 3010 ST=STlCRtOJ 

VR 302# FOR btlftVrl TD SlHEKI 0EL0V 
GJ 3*30 IF ST = 5 D* ST = 6 OP ST = 7 THEM POSI 
TIOH 9+CH, 0 e PRIRT HAKTitCtt) lCN=CHU 
OV 3*40 IF ST = 9 0» ST = 16 OP ST“11 THE* PO 
St 110H 9*CH,5iPRINT HARtStCHJ {CHTCM-1 
KT 365* IP Ctt<0 THFM CH=1 
LI 306* IF Ctt>l THEM CH=8 

Cl 3678 IF 91 — 6 OR 51 = 10 DM ST=14 THEM NA 
RTSCCHS=HAPTSCCH1*1 

Pf 3800 IF ST=5 OP ST-9 OR ST313 THEM WAR 
TStChJ=HART5itM>-I 

r.Ll 3890 IF HARIS tCHl <.* TMEM HAH TSICHIS9 
KT 310* IF H*RTSltH>>9 THFM HARTS ICH1 *• 
Aj 3110 POSIT IUN 9 +C H . 5 I PR IN T CttRSCHflRTSC 
CHI 41701 

MA 3116 GOTO 2990 

SV 3130 IF MDf STRIG CD* IRE* 3136 

RK 3140 MLMCOLLECT-100HARTS C*l *HART5C1I fl 
F MLHCOLLECT-B THEN MUMCOLLtCT=l 


IS Pr*m H - Issue 






of use goto iza® 

AG 3i*B REM TU.limTUJm iHiIiH 
ML j I j'RJ UK UPT+1 GOTO JlJSfl. T4in r 395U 
LF Jl.se RFH 1TTMMTIn 
nv ln» GRAPHICS e 

LA 37 HO P ok n TIS1., iz ; Pont 716 ,1.14 
ME. 1710 PUKE 711, lie: POKE 7 52,1 
GP 3220 POKE 764,2*5 

AO 3230 PRINT ;PH[NT *" 

SI 32S0 PRINT -^BF* 

py 32*0 PRINT : PRIM I "Art SfPU sure? "‘ 

BS 1270 MTPE=fl 
JF J?B(I PDlltlDH 15,5 

TV 3798 If WIPE THEN PRINT "TTR itDEU 131 


VP 3300 PRINT " 

LK 1310 IF PEEKC7G4) 0755 THEM 1700 
£5 3370 IF HOT SIHIhCBi THEN 3370 
OC 3330 VT11T1CM(U)t IF 51=15 THEN 3318 
CY 3340 WIPE = NOT HIRE 
El 3350 IF 5HCH IRJ <>1* IntH 3350 
TI 3 3 5 0 GOTO 1200 

AN 3370 IF NOT STAICCBl THEH 3370 
If 3350 IF MIRE THEN GRAPHIC! OiPOKE 559, 


AF 3870 COT" 3 H HO 

HD JOBE TRAP 1850 ! Cl 05E m 


Cl- 1870 PRINT CHRSC25JJ]- 


I/O error 


loading srrppn" K£ hdda poke 785,1 

HH 3500 PRINT i PRINT "'-press iriBME”* 1 jfl 4670 POKE 712,i 

V £ 3010 IF 5TRTGIR1 THEN 3 51U HE 4600 POHI 754,1 

8C 3978 IF Nor ITRIGtOl THEN 3570 ifl 4655 PRINT CttRi 

qp 3S3B EDfU 1200 KC 4780 PRINT "|3 

OC 3540 RtH kiVi-Ki'HSrrni vz 4710 PRINT "IE 

CC 1550 GRAPHICS 0 HG 4770 PRINT 1 ’ t~ 

MG 3560 POKF 705,17 pPOKE 710,144 PINT 

HO 3570 POKE 712*110 DR 4738 ON ERA GOI 

HI 35BO POKE 764*255 fj 4740 PRINT iPR] 

HR 3550 PRINT : PRINT ~ 1 "' f. r _*i 

IG 4800 PRIHT ”1HFVJVI44 3 J J I" HU 4750 TF STRIGCOl THEN 4758 

7M 4010 PRINT *'l ~| “1 PRINT EH 4768 IF NOT STRICT*] THEM 4760 

UK 4070 IF NLJMNt AK l 5> = HtlMC01.1ECT THEN 400 A1?0 GOTO 1160 


IK 46 30 IF NO1 5 I NIG (0» THEN 4630 
ON 4640 GOTO 1700 
BH 4650 GRAPHICS 8 

W£ 4660 POKE 709,14bPOKE 710,160 
JA 4670 POKE 713,76 -POKE 781*1 
III 4660 PUKE 764,255 
28 465* PRINT CURS(1251 ;CHRS EJ5JJ 
HC 4700 PRINT 1 - 

VZ 4710 PRTN1 '511 488rn»4;l:lil:l 1“ 


RR 4738 UN CHR GdSUH 4766,4750,4808,4610 
FS *740 PRIWf ; PRINT : PRIHT "‘-press trjq<j 


hi 4700 print '■ UJJ.ia Start position ontsi 


r R 4838 POKE 752 * 1 £ PRINT r. HC 4 ( 753 1 J “43313 
not enough hearts on smoit,'* 

ItH 4040 PRINT ephtnt ‘-press trigger-'* 

UK 4650 IF 5THJCIB1 THEN 4050 
HO 4060 IF HOT StRIli tai THEN 4069 
RK 4078 GOTO 12 88 

60 4880 pkINT “Please specify the ida!:(F 
ILtHAHEV' 

Mb *050 PRINT ‘"to which the ttreen should 
be s aved 

Tf 4180 TRAP 4 IDO I POSITION 0 r 8 

au 4110 print chrS 11561 ;'‘F i I enoMe 
TN 4120 INPUT FNS 


hp or ";print 

S . *‘ S l(t TURN 


IK 4758 POINT 


first screen hound 


illegal, start pasiti 


an an edge";PRINT 


of screen, 


08 3350 GOTO 1208 Ht 4050 PRINT "TO Which " 

GH 3400 REM U m—P be saved," 

fflG 3418 GRAPHICS 8 TF 4180 TRAP 41D® t PftS 1TI ( 

LK 3428 POKE 705, 12 ; POKE 718*144 AU *118 PRINT CUR* E1S61 " 

HU 3430 POKE 712,118 TN 4120 INPUT FNS 

GH 3448 POKE 764,285 V* 4 1 IB IF PN»=* M * THEN Pi 

HU 3468 PRINT i PRINT 11 ~ l " D0 

ZY 3466 PRINT '51 l-H! ■fl-l J J J M *■ BY 4140 IF FN«<1* 1» <>"*" 

A L. 3478 PRINT "« *■■■. dptmt AG 4158 THAP 4528 i OPEN tt. 

PH 3480 PRINT “Pleas* specif!/ the [Dnl;(F Df 41bU POKE 752, 1 1 PRINT 


THEN POKE 752,1:GOTO 12 


BY 4 140 TF FNS [1,11 () t, D“ THEN 4100 
AG 4158 1HAP 4520tOPEN ttl,8,0,FN$ 


ILENflHE>" 


PM 4170 TRAP 45501 FOR COL = A Ti 


tt 3456 PAINT “fran Which the screen Wilt MV 4180 PUT ttl* COL 6ICOLI :NEKT COL 


te loaded." IM 4150 PUT ttl,5TARTXP0S 

UM 3500 TAAP 3580 I POSITION 0,8 LF 428A PIIT »1 *5TARTVPOS 

BC 3510 PRINT CNR$(1561 ;"Fi leniiw *"] SH 4218 ADPfi=?i66t40*STARTYPGS*STAHTXPDS 

TII 352® INPUT FWS fr L 4220 GOSUB 4558 

Fit 2638 If FN9= i ‘‘" THEN POKE 752,1:G0T0 12 Gff 4230 P1=INT (NJHCOLLECT/1B1 


TV 35*0 IF FNt Cl * 1 i THEN 1500 

VP 3556 TRAP 3064 I OPEN ttl.4,0.FNS:POKF 70 
2, 1:PAINT 

TT 7566 TRAP 3 8 8 8 : FOR COL. =8 TU 4 i GET Hi * V 
At 

JB 3526 GUI 5(COLI= UAL;NE H T COL 

NV 2606 GET Rl*STAItl XROS; GET ttl,SIARTYPCS 

V* 3950 GET ttl,DUMMY I GET B1..6UMNY 

OB 3606 GET [11*01181 = 01-204 

MB 3616 GET Hi,82:02=02-204 

VV 7620 NUHCOLLECT^ltHftieftt 

XY 363* GET ttl,T1:Tl=Tl-204 

AA 36*0 GET ttl.77■T7=T7-2*4 

CC 3668 hEf ttl.T3:TX=f1-2*4 

GH 3560 TIME=10®0T1 + 1OWT3!'*T3 

UO 3678 GET SI,L8:GET ttl,HI 

CO 3668 EK1 T Df F 1-L0 +256+tHI -7163 

tO 3650 EKITVP05=INTCEXIT0FF5/48> 

OG 3700 ENITXP05=EHIT0FF5-40NEXITVPC15 

HM 3710 GET ttl,NUMBER 

TU 3720 FOR 1=0 TO NUMBER 

VC 3730 GET ttl,4UMMY1GET ttl.DUMMY 

P2 3740 GET 111, RUMMY INEKT I 


HM 4248 0 7-HHHr.ni LFCT~18*D1 
AF 4250 PIIT tti,704*61tpur Hi, 264 + 02 
FF 4768 T1PTHTITIHt/lUOJ 
IF 427U 12=1NT(CTIME-100*7II/10» 

CL 4288 T3-TTMF-*18B*Tl-lBHf 2 
FF 4250 PUT Bl,28* + UlPllT Bl*7**+T2 
RI 4300 PUT ttl,20* ?T3 

OR 4310 ft&DR=7160*40*ENITVPD6+EHITHP05 
DH *320 G0SLIU 4558 

XJ *338 PUT ttl , NUMHEART5 + NUW8UI P1TH9-1 
CW 43*0 BASE = lLC2f 256*HI2 
0H 4350 FOR X=* til 955 
DP 4360 T¥PE=PEEK(0A5E+I3+32 


dh *B 0 O PAINT "ijSQ3 5tart positioned nv* 
r id l I * “: PRINT ■" edge, heart or b 

QulderRETURN 

TB 4810 PRINT ‘tmiQ Mil pdAitlonAd Aver 

heart or" I PRINT “ boulder ,: RE TU 


LI 4820 REM LIJ11UJ-lHILtiE 
AT *070 POKF LHSLDpLDl I PuKC. LM5HI,HI2 
PI 48*0 PUKE 8«,tO2lP0KE B»,MIZ 
CH 4050 POKF 7 8 9*14 I POKE 710,0 
JH 4860 POKE 712,138=POKF 7S6*CM9tT 
NP 4870 POKE 764,255?ABORTsp 
UA 4860 IF PEEK (7541 0255 THEN Atidll T = 1; RE 
TURN 

UK 4690 LOCATE KP 09 ,VPD 1 ,OLPCHAR 

RM 4900 PM=KP05FFVSFFU9 

PB. 49 } A PC - CURSOR : EDSUB 518* 

At 4928 UL DHFO^ = XPOi i 0L6VP0S = VP05 
KZ 4530 IF NOT 5TRIG 18/ THEN 5860 
JH 4940 5TG5tICKt0J 

,5U 4550 IF 5T=5 OR 5T=5 OR 5T=7 THEN KPD5 


LK 4560 IF ST =9 OR ST = 18 OR TT=U THEN KP 
0S=XRO5-l 

on 4970 If 51=6 UA 61=18 OR 6T=14 THEN VP 

85“VPD5 1 

OG 4560 IF 5T=S OA 61=5 OR 5T=1J THEN VPO 
5=YP*5+1 

PG 4598 PK = OL &HP05 IPY=OL D¥POS 
Ttt 5088 PC=GLDCHRR:GOSUB 5090 
Cl 5810 IF HP0S>79 THEN NPO5L0 
VD 5028 IT XPB6CB IntH KP0S=J5 
2T 5828 IF YPOlJZJ THEN VP0S=0 


ON 4370 IF T¥PE = HEART T«FN RUT ttl , 1 : ADDA- 5840 IF V P D5 (B THEN FFd5 = 23 


7157*1 3 GOSUB 4551 


Ufa 5858 GOTO 468B 


PH 4380 IF T'YPE = BOUL &ER THEN PUT ttl*2;APD HU 5068 PC = Ot BCMAH : tU'.LHS 6X80 


H-71C 'tIiDU5U B 4550 FV 9078 IF HU I 

rz 4390 NEXT I BB 5088 RETURN 

CR 4400 STARTL QC = *0-PST ARTFP8 4 + 61 ORTMPOS 5090 REM 

BC 4410 FOR 1=0 TO 959 OY 5100 POKE LI 

UV *470 If 1 = 5rAH 1 LUC THEH PUT ttl,196;G0T aJ 5110 RETURN 


W 507U IF HOT STRIG f03 THEN 5070 
BB 5080 RETURN 

SH 5090 REM IJ1-1 ■! ff -1 Al* IJJI.N E^Jig n 1 
QV 5108 POKE L02+Z56NHI2t40HPV*PX,PC 12 


BI 443* TFPE = PEEH L8ASE + 11+32 
VU 4440 IF TYPE=5PfiCE THEN PUT HI*8 


PP 3750 8ASE = L02f256NUI2;HUMHEARTS = B-NUMB UH 4450 IF TYPE =t ANO THEN RUT ttl*1 


DULPEH9-0 

BN 3760 FOR 1=0 TO 959 


ia 7778 GET HI,TYPE 


PS 4468 IF TYPE-Hftl 1 THEN PUT If 1 , L14 
ZK 447* IF TYPE=EPGE THEN PUT ttl,197 
FD 4488 IF TYPE=HEART THEN PUT ttl,66 


bp 5120 afm rnmcKmEiD 

Kll 5130 PD KF 1M5LD* LD1 : PUKE 1M5HI.HI1 
NO 5148 POKE BB.IUli'PUKE 69,HI1 
OA 5150 POKE 789,141POKF 718.ZBB 
ZY 5160 POKE 712,2®2!POKE 75**234 


III 5178 ir 


IDT 5IH£Gt*3i THEN 5308 


HU 3786 IF TYPE = * *R TVPE = 196 THEN POKE B 4448 TF TYPF = HDHLDEH THEN PUT ttl, 131 


ASF*I,SPAC F - 37 

JH 3790 If TYPESl 1MCN POKE DASE?I,LflHD-J 


#C 45 8 8 HI XT 1 

IZ 4518 TRAP 1200 I CL OSE HI;GOTO 17AB 
6H 4628 TRAP 4530 ! CLOSE 111 


G7 IB B 8 IF TYPE = 1 I* T HF H P8KF Rd 'it * £ , HAL L. PO 4538 GOTO 4100 

— 31 AK *5*0 REM IMVTTmTSFl 

AT -Tain if TYPE = 1.97 THEN POKE RASE*!.FREE MP J 950 HI = INT [AP0R/25*? 

_J 2 AP *568 I n-MDII IMini 

UG 3B20 TF TVPE=6* THEN POKE natEtl.HEART 4S7B PUT BljLOtPUT ttl,HI 


-32: NIIMHE ART5=NUMMF OATS* l 


UK 4'508 A t TURN 


LG 3038 IF TVPE=13I THEN POKF B A S F » T, au UL SO 4598 IIIAP 4600 i Cl USE ttl 


BEK “32 ; NUMBOHL 8F R 6 H LIMB nu L Cl R5+ 1 
TT 2848 NEXT T 

JB 3850 TRAP 1180 b CLOSE ttlbGOTO 120® 
UK 2«G8 TRAP 2870 1 CLOSE HI 


EF 4h«n PRINT CHHf 42531 l' 


saving screen" 

UK 46 I A PRINT ;PR1 


I7D rri-or 


pr* r ,t Trigger " 


XE 4620 IE ST RIG(OJ 1 MEN *620 


JN 5 IBS 51 STICKE8> : IE ST =15 THEN 5170 
ON 519A GOSUB 571* 

IR 5208 ir 4t=S OA S¥=t OR ST=7 THEN MENU 


XZ 5210 IF SI=9 OP ST=10 OR 5Tbit THEN K 
HU-HENU-1 

HH 5270 IF ST-t UR ST =18 UR ST = 14 THEM OP 


PK 5230 IF 5t = B UR St-5 UR ST =13 THEN OPT 


HU 5248 If MEHUtS THEN MENII=2 
AT 5258 TF IfHII)} THTH WHU-0 
AH 5260 If UP T(0 THEN DPT = 3N(MENU = «1*X»(H 
ENU=1)*2 

AX 5270 IF I Ml Nil = 8 AND DPT? 5} UH (ME NU= 1 
AH9 OPT> 4> OR IMFUUtJ AND GPT}?1 THEN 


Page 6 - Issue 2 H 


19 



EH B HEM *»B 1 


t>H 5200 G05UR 3710 

ns bora &17tt 

TO SJ»e IF WOT 5 THIG[ft 


AH iJie HETURK 
nr 5JZB Rtn 
GI 533* HOWE 1B6.HI5PZ 
5 fi 5340 GflOPIMIO B : PDHt iit,B 
DM 535* POKE 7&2*4-JPIfINT 
m £IbO LOIUH EDGE:PLOT 0rO 
PH 5370 DRAHro 37 , it: PRAmTO 15,13 
TZ 53HB DRAHIU 0,23 - PROMT0 0.0 
Hfi 53S0 HLlMHE QRT5~B: WIIMBDUL BE H't-O 
Zft 5400 STARTKPAS-Ia3T6H?YP0S=l 
QE 5410 EXITXP13S^71*«lfVP05 = 2 
«7 5470 KtllMC0t-LECT = l: TIME=106 
MJ 5*30 JCRDiSli VPOS-1 

HI 1440 LOi-PEEWtOOl:HT7-PEEKIO¥l 

SB 5450 CC-*: RESTORE 54*0 

5E 5*50 FOR 'COL — 0 TO 4 i REAP VAIUE 

AO 5470 r.DLlCtOLi-JflLUE :HFRT r.m tRETURH 

7 W 5*00 DATA 22,54,10,220,0 

DH 5470 GEM ff.fWTl W■ I lirT 3»ilJ3Jil 


JB fl RFK « PACE 6 MAGA21HE - EWGLHHO 


Yt 320 IHAP 310 ! CLFiSf HZ 


cr 1020 HI = IWTCftDim7 r 23bJ 


MI bft REM 124 J I lit i 
HR Hi DATA O i SCREEN*.rtMS 


YC 1140 POKE flbHiLOI POKE 055.MI 


ftB 1170 POWE 077*1D:PDKt 073, HI 


Ml 100 C05LIH 1IOB: b 05 tin lOOD 


FO 5060 RESTORE 5750:CM4ET-256*CHSET 
CH 5570 FDR I-i 10 6 1F 0 R J-0 TD 7 \ RF A D K 
FZ 55flA POKE CH6ET40*I4J,K 
L5 3070 WENT J : HEHT I ? CH3CT"tRS.ET/256 
ftW 6700 RETURN 
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Aiore,, well written, in depth, articles on all aspects of 
Atari programming are required especially longer 
articles that may be published in two or more issues. 
Almost anything considered unless it has been 
covered recently, check with us first. 


PROGRAMS 


Believe it or not we are running very short of good 
games programs! There must be many more out 
there, send them in! All other types of program also 
needed from utilities to home business to 
programming techniques* 


REVIEWERS 


A few regular reviewers are needed generally and 
especially specialist reviewers for the ST. If you feel 
you can review specialist programs like music or 
business programs let us know* If you can review 
particular types of games for the Ji bit in depth let us 
know. We want to set up a small panel of reviewers to 
be able to cover all the different types of software we 
receive for review* 

We will pay for all contributions published at the 
rates current at the time of publication. That may 
help you enjoy your hobby even more! 


EDITORIAL ASSISTANT 


We will shortly require an Editorial Assistant to 
help with all aspects of producing PAGE 6 including 
evaluating readers contributions, writing reviews, 
researching articles, putting disk collections together 
etc. This will be a full time position suitable for a 
young Atari enthusiast* 

Ton must-be totally enthusiastic about, and 
committed to. Atari 8-bit computers; be excited by , 
and willing to learn about, the ST; he able to use a 
word processor effectively; have a good command of 
English and grammar; know Atari Basic inside out; be 
willing to work late when necessary; he quick to learn; 
he meticulous in your work - and more! 

Experience in producing a newsletter might help 
but enthusiasm and ability combined is the key* 

If you are interested please write with full details 
of yourself (age, qualifications, experience, interests 
etc*} and enclose a sample of your writing skill such as 
a review or short article. We can then discuss the 
matter further* 

Please write to me personally (Les Ellingham) at 
P.O, BOX 54, STAFFORD, ST16 1DR 


WOOTTON 

COMPUTER 

ATARI 520 STFM 

WITH CUMANA 1 meg DRIVE 


L 510 


* POST & 
CARRIAGE 


SUBJECT TO AVAILABILITY 

WOOTTON COMPUTER 
is a dept, of 

A.S.WOOTTON & SON. 

116 EDLESTON RD. 
CREWE 0270 214118 
CHESHIRE CW2 7HD 


GREENWELL COMPUTERS 

114 QUEENS ROAD, C HE A DLE-H V LM E, 
CHEADLE, CHESHIRE, SKS 5HS 
(MAIL ORDER ONLY) 

CALL (061) 485 1126 

ATARI ST HARDWARE 

ATARI HIOSTM Keyboard onl, jffj 

ATARI 520 STFM with Hultt Kl Dfcftfc 
ATARI 520 STFM *• abav* with monitor 

ATARI 1 04* *TF fcapboHd 

ATARI 1 040 STF Wi**i mono ntortttet 

ATARI 1040 STF buHl In D/D ami fplmuf monitor CBB( 

ATARI fi-BIT HARDWARE 

ATARI 1BOXE, 13 BK COMPUTER C * L 

AT ARM *50 DIM DRIVE -NSW STYLE CAL 

ATARI 1020 DOT MATRIX PRINTER C * L 

ATARI XCia PROGRAM RECORDER £2 

flfiO INTERFACE MODULI C * 

AMBTRAD NOW AVAILABLE 

DELIVERY CHARGES SINGLE ITEMS *5 * rAt^K £LSQ 
PAYMENT DETAILS 
Ch?tiu'«<4 PCs io“'l'Jw G«enwfll Grimp” 

GIROBANK TraiMcssh A C ST 0>J 

till iht: PnstOfhi.-"} 


TITLE SCREEN CONTEST WINNERS 

From the amazingly small number of entries (I thought 
Atari owners wtre proud of writing programs?) the 
following winners were selected. 

FIRST PRIZE of £75 and a Disk Subscription goes to D. 
Stuart of Maidstone whose program is on this, month's disk* 
SECOND PRIZE of £25 and a Disk Subscription went to 
Robert Gibbons for a super spinning disk which you will see 
on an Issue disk later, 

THIRD PRIZE of £25 and a Disk Subscription went to 
Stephen Bloxley for a program that would have been ideal 
hut used music from POKEY Pl.AV ER which is, 
unfortunately, copyrighted elsewhere. 

Finally, an honourable mention must be given to Steve 
Pedler who may have been among the prizewinners for a 
faithfully reproduced copy of our logo^ Unfortunately for 
him we changed the logo from the last issue! 

Thanks also to J.F. Howarth, Allan Palmer and Allan 
Pickett who submitted the only other entries! 
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=TUTORIAL SUBROUTINES=' 


4 WHOLE DISK 
CONTENTS 


There are many programs around which will list the 
contents of your disk to the screen or to a printer, but all ol 
them have a common disadvantage - if you have a very large 
number of files per disk you have to scan several pages of disk 
contents and watch the list scroll away or print it out as hard 
copy. This situation can easily arise if you write many short 
letters using a word processor making it difficult to keep track 
of all your correspondence. I find AtariWriler very frustrating 
in this respect as the list of files scrolls rapidly and the 'Control 
1 h interrupt does not freeze it. Printing out the contents results 
in a long narrow' list of the filenames which is not ideal for 
retaining with the disk. 

Here then is a short program which w r ill list 64 file names 
to a single screen - that is as many as are possible under DOS 
2 although some other forms of DOS can accommodate more. 
The program is intended to provide a tutorial and to provide a 
useful subroutine at the same time. It can be readily modified 
for other purposes and will give a neat printout if you change 
all the ? commands to LP. 

PROGRAM BREAKDOWN 

Here then is a full breakdown of the program which 1 hope 
will help you understand and use the techniques in your own 
programs. 

Line 30999 - This REM statement is merely an identifier. I 
find such reminders most important when keeping small bits 
of program or subroutine for later use, otherwise things get 
lost. By putting it on line 10999 I can delete it, to save memory 
if required, when incorporating it into a larger program and 
still GOSUB to a round line number. 

Line 31000 - Dimensions the string TTl AS- For use in 
subroutines it is as well to avoid the more common names for 
strings or variables as they can clash with the main program. 
The disk directory files we are going to recover are of [he form 
"* FILENAMEEXT XXX”- 17 characters each. The * 
shows locked or unlocked, then [here is a space followed by the 
filename and extender (without a stop between them),a second 
space and then the number of sectors the file occupies. 

Next we open IOCB #3 to the disk directory (as signified 
by the 6 in the open command. Using the two * wild cards in 
the £L D:V*” name will access all the filenames on the disk. 

This can be changed to suit your needs, for instance if you 
only wish to list picture files from a disk you could use 
4 'D: 1 *,PIC v and any file without the PIC extender will be 
ignored (such as DOS,SYS for example:. 

The first print statement clears the screen and puts a 
heading in the top line. The technique is not difficult to use 
and is very much the same as cursor movements around the 
screen except that to stop [hem taking effect immediately each 


Start of a new series in which 
Ian Finlayson presents short 
subroutines which are highly 
documented to allow you to 
understand exactly what is going 
on. 


HT 


au 

RE 

HA 

HT 

IP 


REH »* FACE 6 ** 

SUBROUTINE TUTORIAL ** 
W* DISK CONTENTS ** 

31(160 &IM TTlStl.75 iOPEH W3 ,61 6 , "IK I » , *" 

;■> ^m raiu .Hwrf.ruJ tt 1^1: Atm 

E 752,1 

31010 FOR TI2“0 TO 2:1HPUT 03,TTlSlir 
TT1$ (4,05=" FREE” THEN 31BIB 
31026 POSIT ION TT2*13,TTiJ? TTi$12,101 
;"."jTTlStit,i«JNEHT ttz;tti=tt±+iigo 
TO 3I016 

31030 ? ” ► rj;T4-1-MYI UT TNt'M'f'UP'; : 
CLOSE 113 : OPEN »7,4,0 . "K : 11 ! GET B3 . TT2 
31440 CLO^E M3 SPOKE ?S2,ft?EHD 


Control key sequence is prefixed by Escape. In thb instance 
the first three characters in the quotation marks are obtained as 
follows: 

Esc Ctrl-Clear (Clear screen) 

Es c Ct rl -T ab (Ta b right) 

Esc Ctrl-Rt.arrow (Cursor right one space) 

Next we initialise the variable TTl to 1 - This is the line 
we wish to print directory information on. (The title is on line 
zero). It would be nice to leave a blank line between the title 
and file listing but with a possible 64 files to list and only 
enough width for 3 on a line we could need 21 lines, so there 
are none to spare in a 24 line Graphics 0 screcn. 

Last a non-zero poke to 752 turns the cursor off. 


Line 31UI0 - TT2 is the column in which the file name will go 
(0 to 2). INPUT gets a string from the open IOCB #3, Next 
we check to see if we have reached the end of the disk contents. 
The last string recovered from the directory is of the form 
“XXX FREE SECTORS 1 ", and we look for a match with “ 
FREET 


Line 31U20 - Positions the (invisible) cursor. Each column is 
13 characters wide including a trailing space in the form 
“FI RENAME.EXT M have split the FI LENAMEEXT 
with a period for clarity, Once the filename is displayed w r e go 
back to the next of the 3 columns and when all three are done 
move down a row before printing the next 3 file names. 

Line 31030 - This is the bottom line of the display, printed 
after finding the free sector count in line 31010. The ? at the 
end of the print statement is important as it stops the cursor 
from moving to the next line which would cause the screen to 
scroll up if you have a full 64 files present. 

Next we set up to receive an input from the keyboard. 
The GET waits for a keypress, the variable is a dummy for 
which I have reused TT2 for economy as we don't need it any 
more. 


Line 31040 - After the keypress close the IOCB, turn the 
cursor back on and clear the screen, this is good housekeeping. 
When this is used as a subroutine the Return Statement goes 
here also. # 
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GREAT BRITAIN LTD (ISSUE 27): Apologies to 400/ 
■800 owners, the prog ram will not run as listed as it uses the 
International Character Set found only in the XL XL range. 
The fix is simple, just cliange the POKE in line 1060 from 
POKE 756,204 to POKE 756,224, Instead of the £ sign you 
will gel CONTKOL-H symbols throughout hut this does not 
detract from the game* You could, if you wished, replace all 
CONTKOL-H’s throughout the listings with $ (or whatever) 
but there are a lot of them! 


SIERPINSKI CURVES (ISSUE 27): Thanks to Bill Kid- 

sum for a couple of updates to this program. Another level of 
detail can be added by increasing lines 15 and 50 by 1 viz: 

ftT IS DIM 5T C6J :F-0 
•fF SB FOB Z=1 TO 5 

Vet another level can be added using Graphics 8 by 
amending as follows. 

5E 15 DIM ST(75:F=0 

SU 45 GRAPHICS 8+16 l SETCOLOR 0,3,8 
KU SO FOR Z-l TO 5 
ZJ 50 COLOR 1 

Line 55 should be deleted. 


SOLID MODELLING (ISSUE 26); Andre Kosmos from 
the Netherlands sent in a small amendment to the INTRO 
program to make it automatically run the main pro-gram, Just 
add the following line and run D:INTR0.3D as usual, 

JJ 95 7 "UnUH 11 ; CHH3 t14J ; “D : PROGRAM. 3 0" } CH 
R$t34J i-'ttS" ; :PORE 764,12 


You can also of course use SETUP.GOM from DOS 2,5 
to make an AUTORUN*SYS for the INTRO program and 
make a full autoboat disk. 


SMARTSHEET (ISSUE 27): The hx in the letters page of 
issue 27 is wrong (our fault). Many thanks to Mr Charles for 
reading his own letter(E) and Bill Kids ton who pointed out 
that the line needs to be split in two otherwise the second 
statement might never be processed. The correct (we hope!) 
fix is as follows 

t>U 1270 L=a-LE!MCASj ;IF L <0 THEN L~fc 
KC 1271 OUTStCP,CP*LJ=CLSiOUT5lCP+L,CP+75 
=A3:RETURN 

'[’hanks also to Mike Sapsard who pointed out that there 
is an error in the SUM function which can be fixed by 
amending line 1410, The statement in that line FOR Z-A-l 
TO F should read FOR Z = A-l TO F-l, 
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ATARI 8-BIT SOFTWARE 1 




CHI 

dMA 

SUBBLEBUS ETAHQUAKE 

7.99 

io.es 

DATABASE 

MINI OFFICE II 


it,93 

uatabyte 

SPY VS SPY 1 

a. so 

12.75 


SPY VS SPY II 

8-5D 

12.73 


SPY VS SPY III 

a.so 

12.75 


BOULDEROASH con. kit 

8. SO 

12.73 

DIGITAL 

TOMAHAWK 84K 

9-90 

12.73 


FIGHTER PILOT 

s.so 

10 95 

DOMARK 

TRIVIAL PURSUIT 

12.73 

19-91 

ENGLISH 

SMASHHITS 5 

s.so 

1 2.75 


SMASH HITS 6 

s.so 

12.79 


SMASH HITS 7 

fi so 

1 2.75 


COLOSSUS CHESS 3-0 

s.so 

io.es 

GREMLIN 

TRAIL BLAZER 

s.so 

1 2,75 

IMAGINE 

ARKANOID 

T.9S 

10.#9 

IttFOCOM 

HOLLYWOOD HI JINX 


21.99 


MOONMIST 

N.A 

21 .as 

MIC no PROSE CONFLICT IN VIETNAM 

u.es 

18.03 


KENNEDY APPROACH 

8,50 

13.75 

NOVAOEN 

MERCENARY COMPENDIUM 

la.TS 

14-93 

RAIHRMD 

JEWELS OF DARK HESS 

i 2 .rs 

12,75 


THE PAWN (84k) 


18,93 


SILICON DREAMS 

12.TS 

12.73 

RED HAT 

CRUMBLES CRISIS (SAKS 

e.es 

8 93 


ROBOT KNIGHTS 

0-0 5 

8.95 


SCREAMING WINGS 

e es 

8.99 


SPACE LOBSTERS 

0.95 

U.93 

ROB ICO 

RICK HANSON 


12.79 

STV 

WORLD CUP MANAGER 

a.so 

iD.es 

SYSTEM 3 

INTERNATIONAL KARATE 

s.es 

io.es 

US GOLD 

ATARI ACES 

8-90 

M/A 


REACH HEAD ll 

N.A 

1 2.75 


FIGHT NIGHT 

0.50 

1 2.75 


GAUNTLET 

0.50 

1 2.79 


LEADEHBOARD 

8-90 

12,79 


RAID OVER MOSCOW 

N-90 

12.73 


SHOOT EM- UPS 

8.50 

N/A 


SILENT SERVICE 

e.so 

1 2.79 


SUPER HUEY 

BSD 

Ifc.TS 

AMERICANA ALLEY CAT 

2 .as 

N/A 


DIMENSION X 

2.99 

H-'A 


FIDGET 

2,PS 

N/A 


STRIP POKER 

US 



WHIRLINURD 

2,PS 

N.A 

MASTER 

COLONY 

1 ,95 


TRONIC 

FR EMESIS 

1 AS 



MOLECULE MAH 

i.es 



Mftny othor Utlii Available 




1 ATARI ST SOFTWARE 

1 


ACCESS 

LEADEHBOARD 


21.93 


LEADEHBOARDTOURNAMENT-1 


e.so 


lOIh FRAME 


21-99 

ACTIVISION 

basketball z on a 


21 .as 


HACKER II 


21 .es 


Shanghai 


21-99 

ANCO 

SPACE PILOT 


1 2.76 


THAI BOXING 


19.98 

EPYX 

WORLD GAMES 


21.95 


WINTER GAMES 


21.98 


SUPER CYCLE 


21,95 


CHAMPIONSHIP WRESTLING 


21.95 

QST 

FIRST WORD PLUS 


89.95 

GREMLIN 

TRAILS LAZCR 


21.99 

KUMA 

K-RAM 


44.95 


K-SWITCH 


28.99 

MICROOEAL GOLORLINNER 


21.99 


KARATE KID II 


21.99 


TIME BANDIT 


28.05 


TRIVIA CHALLENGE 


18-98 


MICRO TIME CLOCK CARD 


24,99 

MIND5CAPE BALANCE OF POWER 


28.95 

MIRHORSOFT AST DIRECTOR 


44.93 


FLEET STREET PUBLISHER 


09,95 


FILM DIRECTOR 


34.95 

PY RAMI DC 

WANDERER 


21,93 

P3JON 

PSION 3D CHESS 


21-99 

RA IN BIRD 

STAB GLIDER 


21.95 


THE PAWN 


21.98 


JEWELS OF DARKNESS 


18-95 

SSI 

ROADWAB 2 poo 


21.95 

SUH LOG 1C 

FLIGHT SIMULATOR II 


44,95 

TYNESOFT 

MOUSETRAP 


12.75 


PLUTOS 


12.75 


Many other lilies available 


TELEPHONE (1)625) 25228 

HARDWARE PERIPHERALS JOYSTICKS AVAILABLE 
NEW TITLES AVAILABLE IMMEDIATELY UPON 
RELEASE 


t Jr ill 1 r. «it vt- fS.INI in-L-tudf p<»H t ft| hernia pkjM ;idd 4||p 

Send cheque* PO Aet-ess number kk- 


SUNARO SOFTWARE (1*6) 
1*0 BOX 78, MACCLESFIELD, 
CHESHIRE, SK10 3PF 
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Don't miss out! Keep right up to date 
with all the latest developments in 
the exciting world of the Atari ST 
with Britain's top-selling Atari ST 
magazine! --——— 


Hli 

r rffli'M — 


juW 

issue 

r no ?i.°“ 

1C sa» e ,- 

ItiAAllP 






Among the many features you'll find in the 
July issue: 

e An in-depth review of three sound samplers - Profound, 
Digidrum and ST Replay. 

# Golf Type in and play this exciting pitch n' put game 

# Part one of a new senes discussing the techniques 
involved in writing databases using ST Basic. 

# A comparative review ot SuperQase Personal and 
Trimbase. 

# See the very best in ST graphics In Gallery. 

# Use your 0 bit Trak-ball on the ST. Easy step by step 
instructions for this DIY conversion. 

# Are you affected by the provisions ot the Data Protection 
Act? Find out with our factual guide. 

# Fancy a change from Basic? We review tvko impressive 
developement packages - Cambridge Lisp from Metacomco 
and HiSoft's Devpac. 

# Reviewed ArMnoid Crafton and Xunk, Boulderdash 
Construction kit and Xevious And on the Adventure scene - 
Bureaucracy and Passengers or> the Wind are explored 

# Plus all our regular features - Mailbag, Scrapbook and all 
the latest news. 

Available NOW from your newsagent or larger computer 
dealers Or why not fill in the subscription form below to be 
sure of always keeping yourself up to date with ait the latest 
developments in the Atari ST world 


Please send me the next 12 
issues of A far/ ST* User for £15 


Expiry date 
f 


[ Acce ss/M aster ch a rge/E urocard/Barelayca r d A/ isa 

Card No 1 [ 1 T1 111 I 1 ] 1 1 1 
L j Cheque^O made payable to Aia^i ST User 


Signed--- - -- 

Address,--- - 

Post tor Atari ST User, 

Euro pa Houss, 6B Chester Road, Hazel Grove, 
Stockport SK7 5NY- 

Phone orders 0614*0 0171 Don t to include 

Telecom Goto Mailbox Mb. 7*;MA0001 Y*»r credit cmrd number 

Prsstei H«y Mailbox No 614S6S363 tint Ml *ddr*** auOS 


NEW RELEASE 

WORLD CUP MANAGER 


from S«T*V* SOr FWARE 

COULD YOU LEAD YOUR TEAM TO THE FINAL? 
FIND OUT IN THIS NEW EXCITING TELEPRINTER 
TEXT ’GAME, 

CHOICE OF 24 SET TEAMS TO MANAGE OR ENTER 

OTHERS. 

SCOUTS REPORTS ON OPPOSING TEAMS. 
SPECIAL PLAYING TECHNIQUES TO COUNTERACT 
OPPONENTS SUBSTITUTES AVAILABLE FOR 
INJURED OR POOR PLAYERS. 
UP-TO-DATE MATCH RESULTS AND GROUP 
TABLES. 

FULL COMMENTARY ON ALL GAMES INVOLVING 

your team. 

A GAME TO KEEP YOU UP LATE AT 
NIGHT, 

NORMAL PRICE £9,99 CASS. £11.99 DISK. 
SPECIAL MAIL ORDER PRICE 
£7.99 CASS. £9,99 DISK + 40p p & p. 

SEND CHEQUE OR POSTAL ORDER MADE OUT TO 
S.T.V, SERVICES & SOFTWARE, 9 CHISWICK WALK, 
CHELMSLEY WOOD, BIRMINGHAM B37 6TA 

(REMEMBER TO ENCLOSE YOUR NAME & ADDRESS) 
ALLOW 14 DAYS FOR DELIVERY. 


SUPER 3D PLOTTER 

By: H. Constan * 1965 


* * BEYOND BELIEF! * * 

N ya i have any interest in 30 ajrrpuief vtmafon Bind image <tevgn. 9" r wdy *> **ii* 
your so-c^ud 'game machine' nji perform every ft tsrt machine on The market today! SUPER 
3D PLOTTER Hob oon^eii 3D image design, defray, and AJ>mjt*xi package tof your Atan 
Odn^utar. Thanks to ww new and very power** 'imxar akgoriihms ctevatogod ty Elfin 
Mix. detailed ik-res imig« can be totaled and manoeuvred k an amaiing prpjeciBfl rate <jl 
3 to fi serwii per second 1 Thu 4 the kind of irematMfi ihsl was censidered .mpossiwe tor an 
A lap 0 m™ (I* THIS PROG RAW ALLOWS MORE REAL TIME CONTROL THAN ANY 
currently available 30 system FOfr any a arr machine super sd plotter 
ll also {Britans two toll leatured, m*nory r«dftrtl editors Emer your images ma numeric data, 
or n^Tt onto screen wto a joys**' Here are jus some d it* niy amasng iHUee d tos 
package. 


+ UNSURPASSED 3D PBOtCTCN SPEED * ? 

* TBUf HIDCEN SURFACE &MWWGM j™™™ K sigh 

AND SOLID (CaOft-FUI PROJECTION iXlSw ■■ 

* SUPER N-flFS nwiDUT PjFW rOuR L 

™ ™ -aw- 

_ 6 FEATURES FOR NFINDE MAGE UfTENStOl 

* ^ flirt Qf AND TOTAL CQHPAtfiLlTY WITH HOST 

OiY #03.30 QHAWHG PROGRAMS 

NY RESICefTSAOb SALES TAA 

[iml ha by Xb bn TTm fmiiagt » uettb rf 3DC A D rb IH ad 9* 

rd ppne yj bibeMenpepn 1 S«bl SJ.SE tor merv Wb,u dN*A tt moeet ord"lb 


NOW SUPPORTS 1020 
PLOTTER. PrgislerE^d owners 
can upgrade lor ?.5 


NEW 

B SIT MOUSE that thinks it’« 
a Joystick! Complete with 
interface - NO ADDITIONAL 
SOFTWARE REQUIRED 
C49-95 


dim jffestt 

23 Brwk Place E kskp. NV 117» 
for all njn atauccmWTERS 
WTTH 4W AND DESK ORfYE 
PIWTiROPTlONat, 


mkioUnK 

i n.oTB non u 


AualtUe m UK and Europe orty from 

Demon Software Ltd. P6 

Fleetwd Avenue. W ntf f^uvSw. 
EbvSSOSAF. 
m CTFOH 33OTF 
UK prim E2fl. W he PAP 

Outside UK add t l.W PAP. AM peyrnerts in Swing 
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Review 


MINI OFFICE II 

Database Publications 

48k disk 

£19.95 

Reviewed by Allan J. Palmer 

For (he last year or so I have had the use of an l CL l One 
Per Desk’ (OPD) desktop microcomputer at work. The OPD 
has supplied with it, on ROM, a package of software called 
*XChange 1 by Psion, *XChange" consists of four integrated 
utilities: Quill (word processor). Abacus (spreadsheet). 

Archive (database) and Easel f graphing). It is a very useful 
tool. Now, believe it nr not, users of 48 k 8-bit A Haris with a 
disk drive can have the equivalent. Database Publications have 
(at last) produced an Atari 8-bit version of their successful 
MINI OFFICE II, already available on Amstrad, PHC and 
Com mod ore- 

If you have hecn trying to decide whether to spend 
anywhere between thirty and fifty pounds on either a word 
processor, spreadsheet or database, you can now obtain all 
three plus more for under twenty pounds! 

THE PACKAGE 

MINI OFFICE II is supplied on a double-sided disk in a 
sturdy box with a detailed 80-page, spiral bound manual and 
consists of six modules: Word Processor; Spreadsheet; 
Database; Graphics; Label Printer and Communications. 

These are displayed as a menu when the disk is first 
booted, and selecting one of the options takes you down to an 
individual menu for the chosen module. The use of sub-menus 
within each module is maintained to provide ease of use and 
assimilation. The text appears in a Roman style font in white 
on a black background. 

WORD PROCESSOR 

MINI OFFICE II includes a full-featured word 
processor which provides just about all the facilities that most 
users could want. In Edit mode, the screen header displays the 
elapsed time since you started entering text, the number of 
words entered, the amount of free memory and whether you 
are in Insert or Overwrite mode. There are comprehensive 
commands to move through your text document, to delete 
characters, words or lines, and to manipulate blocks of text 
(deleting, copying, moving, totalling the words in the block, 
wholly changing the block to either upper or lower case). In 
addition, there are facilities to automatically number each 
page, display the typing speed in words per minute on the 
screen header, use ’hard’ spaces, and more, 

There is a preview mode using a software generated 
80-column mode which produces multi-coloured characters 
that are just about readable. The scrolling speed of the 
preview can be adjusted. Page formatting commands are 
available in the Print mode (in addition to being available as 
embedded commands within the text) including single-sheet 
printing, justification, setting up of prim control characters, 
page length, margins, and the positioning of headers and 


Mini Officii Spr eadsheet 

spreadsheet r*e n u 


\E d x t spreadsheet! 


Toad Spreadsheet 
Save spreadsheet 
save graphics data 
Print spreadsheet 
List formulae 
Mew spreadsheet 
Alter screen display 
Directory 

Mini office ii wenu 


use cursor keys to choose 
then press RETURN 
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footers, Individual text files may be chained to create a larger 
document. This word processor can be used with the ATARI 
1029 printer (is this a first?) and Epson compatibles, 

A very flexible Mail Merge facility is also included and 
this Integrates with the Database module of the package. 
Documents may be saved to and loaded from disk. 'The word 
processor and all modules support more than one drive, and 
on the 130XE, this includes the RAMdisk. My main criticism 
is that it does not appear to have the facility to use a 
pre-defined driver filf for features such as underline, italic, 
condensed print, etc. In order to accomplish these functions, 
you have to use the ‘Set Print Code Strings' option of the 
Print Text menu to set the control codes reticular to your 
printer and assign them to Control-I- nun r combinations. 

These codes would have to be input at eac session with the 
word processor, something which obviousiy needs 
remembering each time you use the package. Perhaps I am 
spoilt after using PaperClip, but I feel that l would not use the 
Mini Office II word processor for extensive document writing, 

SPREADSHEET 

Like the word processor, this module is also very 
comprehensive. The default spreadsheet set tipis IS columns 
by 20 rows, but use of the Insert command when in Edit mode 
allows for additional columns and rows to b ; added your 
spreadsheet up to the limit of available m iory. 

Unfortunately, however, the manual does not give an 
indication of these limits or clearly explain the method of 
editing in additional rows and columns. Text and numerics are 
easily enterable, together with complex formulas into each cell 
of the spreadsheet array. The formulas may include such 
arithmetic functions as CQS(n), LOG(n) and SQR(n). 
Facilities are provided to modify individual cells and to make 
global changes to the entire spreadsheet - changing column 
widths, number of decimal places, justification and more. If 
you have used a simple spreadsheet, such as 4 SmariSheet’ 
from PAGE 6 issue 22, you will be impressed at what can be 
done here in MINI OFFICE II. Options are provided to 
control the printing of the whole or part of the spreadsheet, 
with provision for the ii elusion of printer control codes. 
Naturally, disk saving and loading are catered for. Spreadsheet 
data may also be saved in a form compatible with the Graphics 
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module in order that the data may be displayed as a graph. 
Having used a number of spreadsheets. I felt the MINI 
OFFICE II version was very adequate with the only missing 
facility being the ability to do block moves duplication ol cells, 
in addition to the supplied single cell duplication. 

DATABASE 

The Database module allows you to create and maintain 
files of information which you may then manipulate in 
whatever manner you desire. I found the documentation for 
this section very dear, taking you step by step through the 
definition of a database file structure and the creation of the 
database to entering and editing of data, followed bv 
descriptions of the other functions including disk utilities, 
printing, searching, and sorting. A database record may be 
defined with up to 20 fields and each field may be either Alpha 
(he. text). Decimal, Integer, Date (in DD MM YY format), or 
Formula. This last option gives the powerful facility of 
calculating one record field from the contents of others. 

Editing records is very straightforward, and there is the 
facility to mark individual, records which then allows you to 
create a sub-database for separate manipulation. Whilst in the 
edit mode, individual records can be printed directly. 

The utilities function includes 4 important features: a 
copy option to create a back-up of your database files, a copy 
of marked records to create sub-files, a facility to extend the 
size of the database from the initial maximum set at file 
creation up to the limit of available space on disk, and a 
program to merge databases. 

The Print menu is very comprehensive, allowing for the 
printing of all or marked records, selecting particular fields or 
pans of fields to be printed, printing the selected fields from 
each record in either horizontal or vertical format, with or 
without field titles. Provision is also allowed for printer control 
in terms of page length and printer codes. 

The Search option is equally impressive allowing for 
searching all or only marked records, with the search operators 
including all combinations of =, < and > and provision lor 
the use of wild cards. One other menu option to be noted is the 
ability to total a given field in all or selected records, or to alter 
the values in a field throughout the (.marked) records. To give 
wider variety to the type of report produced, the Mail Merge 
facility of the word processor may be used to read Darabase 
files and generate comprehensive record listings, opening up 
the possibility of invoices, receipts, etc. Similarly, the Label 
Printer module can use Database files to generate labels. One 
of the obvious applications here for users will undoubtedly be 
a custom designed disk cataloguing system. No complaints on 
this module. 

GRAPHICS 

I feel the name Graphics is a slight misnomer for this 
module of the Mini Office II package. More strictly, this is a 
graphing module. Essentially, you have the option of 
producing vertical bar graphs, line graphs, or pie charts from 
data that you either enrer directly or load in from files 
produced by the Spreadsheet module. I found this module to 
be very impressive, and whilst not incorporating some of the 
more esoteric statistical functions of IB Graph, it certainly 
would satisfy the needs of the majority of users. 

The pie chart otters the ability to explode one or more 


segments of the pie for greater effect. The bar graph can be 
drawn either flat or in 3D. Having produced the desired 
graph, text can be placed where desired on the screen. Graph 
screens can be saved to disk for subsequent use in this module, 
or for use within other programs. The module also supports 
Atari 1029 and Epson printer dumps, and allows for graphs to 
be saved on disk in a format suitable for loading into the word 
processor files giving the ability to generate documents 
containing graph data. A very neat and comprehensive 
module. 

LABEL PRINTER 

This module is capable of accepting data from the 
keyboard or from Database files and allows you to design the 
format of label desired. Editing options provide for the 
specification of number of labels across the page and label 
depth. Using database files, specific fields or parts of fields can 
be printed in the desired positions on a label template, As in 
ocher modules, printer codes can be incorporated to utilise 
facilities such as bold-faced text, italics, etc. A nice compact 
and usable feature of the package. 

COMMUNICATIONS 

The Communications module provides an answer for 
those who found YiewTerm from Miracle 'Technology 
somewhat lacking. I am only a novice in the communications 
field, but I was soon able to get to grips with this module. 
Using the menu sub-menu style of the other modules you are 
able to define your communications protocol., 

(MicroLink. Telecom Gold 300 and 1200 baud protocols are 
built in and a customised option is available). One important 
feature I found was the easy to change Filter mode, enabling 
you to switch between ASCII and AT ASCI I mode with a 
simple key-stroke combination. If you have ever used the 
CBABBS bulletin board, for example, you II find the benefits 
m the use of AT A SCI I. There is a Auto-Prim mode enabling 
all text received to be sent directly to your printer and this, 
again, is a feature which can be simply toggled on or off. 

The module is designed to operate with a serial modem 
connected to port one of an 850 interface or w ith Miracle 
Technology's DataTari cable. Macro keys can also be set up 
for use when in Communicate mode, and uploading and 
downloading are catered for. To this newcomer to comms, the 
package does not appear to include Xmodem facilities, but I 
could be wrong. 

SUMMARY 

This review of MINI OFFICE II, of necessity, only 
scratches the surface in some areas. The program is, after all, 
six individual pieces of software, but incredibly well 
integrated. Yes, there are some shortcomings. I will, 
personally, still continue to use PaperClip for word 
processing, hut the inbuilt word processor does give additional 
options for the formatting of reports from the database. In my 
opinion, twenty pounds (less five pence) is a reasonable price 
for any f«sr of the six modules (well, maybe not the label 
printer) and anyone who wants to use their ATARI for 
purposes other than games should not go wrong in purchasing 
MINI OFFICE II. This is a product that Database 
Publications must be proud of. * 
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6 powerful home 
and business 
programs in just 
ONE package — at 
a price that simply 
can't be matched! 




WORD PROCESSOR 

Compost 1 a inter, set the print¬ 
out options using embedded 
commands or menus, use ttie 
mail merge facility to produce 
personalised circulars — and more! 

SPREADSHEET 

Prepare budgets or tahles* total 
columns or rows with ease* 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and more! 

DATABASE SOFTWARE 


DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COM MS MODULE 

Using a modem you can access 
services such as Micro!..ink and 
order a wide range of goods 
from (lowers to software, send 
electronic mail, telex and tele- 
messages in a (lash — and more! 

LABEL PRINTER 

Design the layout of a label with 
the easy-to-use editor* select 
label size and sheet format, 
read in database files, print out 
in any quantity - and more! 

frumpy House. G(f Chester Hoad* 
lla/el Grove, Stockport SK 7 5 NY 


I 

I 


ORDER FORM 


Please send me Mini Office II tor the 
Atari 400/StKVXL/XE (48k required), 
on 514" disc for £19.95 


I 

I 

I 

I 

I 

l 


Exp. date 


Name 

Address 


ORDER HOTLINE 
TEL : (161-4M 0171 


SEND TO. Database Software. 

Eurupa HuUW. fiH Chtvier Road, 
Hu£fl GnHt Stockport Sk? 5NY. 


I 

I 


I I enclose cheque made payable to I 
Database Software* or debit mv " 


Access/Visa card: 
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adventure 1 



Hollywood Hijinx 

INFOCOM 

800 XL/XE Diskette 

Price £24,95 

“Vampire Penguins A Corpse Line. Meltdown on Elm 
Street, Who could forget these classic Hollywood movies 
produced by your uncle, Buddy Burbank? But his greatest 
masterpiece has yet to be experienced --HOLLYWOOD 
1II j INX, starring YOU’” 

So starts the description on the back of yet another 
Infocom text adventure, or Interactive Fiction as they like to 
call them. You turn the excellent (as always) package over to 
check the front for Infocom's standard categorisation of 
difficulty level and genre and find.., nothing?’ 

Although, from the description, one can deduce that it fits 
into the Mystery genre, how is one to ascertain how difficult it 
is? Is it like Moonmist, aimed at 9 year olds and up? Or is it 
like Spellbreaker - be sure and buy the hints package tool? It 
doesn’t say Introductory, Standard, Advanced or Expert in 
Infocom 5 s usual manner. Have they decided that they are 
limiting their potential audience too much by specifying the 
difficulty level? Or is this just an exception? If you check out 
the advertising photo of the game in the brochure that comes 
with it (using a magnifying glass!) you can just make out that 
the box in the picture says “Mystery. Standard Level, \ Is this 
all part of a plot to confuse us all? Will all be made dear when 
Infocom’s next offering reaches us - 'Bureaucracy 1 by Douglas 
Adams (of Hitchhikers’ Guide to the Galaxy Fame)? No, 
knowing Douglas Adams' devious mind, I suspect wc will all 
be even more confused! Does anyone care? Or should I just get 
on with the review? 

LOADED WITH PRACTICAL JOKES 

Well, it does indeed appear to be what Infocom uaed(?) to 
classify as Standard Level, And a very enjoyable game too. 

The story is set in your late uncle’s Malibu mansion,. 
According to the rather strange terms of his will you have one 
night ro discover ten 'treasures’ hidden in or around the 
mansion, which is loaded with practical jokes and booby traps. 
The ’treasures’ are in fact props and memorabilia associated 
with your uncle’s ‘B’ movies, including the only copy of his 
last, never released film ’A Corpse Line’. Buddy died of a 
massive heart attack while watching it. If you find it and 
decide to watch it in the private screening room, be sure and 
SAVE your game first’ 

The game is up to Infocom’s usual high standard in 
nearly every respect: excellent parser, excellent vocabulary, 
excellent puzzles,, excellent descriptions full of humour and 
red herrings, etc., etc. The only possible complaint is that it 
seems to have been finished off slightly hurriedly. They 
haven’t implemented the abbreviation X for eXamine which 
they introduced in Moonmist, a great shame, and they haven't 
checked as carefully as usual for responses to some quite 
reasonable inputs, e.g. when you examine the statue in the 
drive where the game starts you observe that it has a belt and a 
mailbag (among other things), but although the game 



John Sweeney looks for Uncle 
Buddy’s treasure in a wacky 
movie adventure 


understands both ’belt’ and 'mailbag' it claims neither is 
present when you try to examine them - such items do, in fact, 
appear much later in the game (the belt is actually a conveyor 
belt’) but to find a flaw so early in the game is a trifle 
disconcerting Infocom don’t usually miss things like that- 
One of the best aspects of many Infocom games is the 
logical problems with which one is faced in attempting to 
progress through the story, Hollywood Hijinx is no exception 
to this. I especially enjoyed the problems of getting light into 
the Bomb Shelter and reaching the Attic. Because they are so 
logical and so well presented, you can actually solve them 
while not playing the game. One of them 1 solved while 
driving to Basingstoke, the other while cleaning my teethl It is 
also fascinating how different people approach problems in 
completely different ways. For instance, I was stuck on the 
problem of gening light into the Bomb Shelter for well over 
two hours! 1 tries all sorts of weird and wonderful things 
before I finally cracked it. But when I posed the problem to 
Philip Robinson (you may have seen his article and program 
on 3-D Graphics a couple of issues back), throwing in as many 
red herrings and as much extraneous information as possible, l 
hadn’t even finished stating the situation when he said, “Well, 
if I was doing it, I would and proceeded to outline the 
exact answer immediately! 

Like all good adventures it has a maze. And, like all good 
Infocom adventures, the maze is different, 1 his one is a hedge 
maze with about 180 locations! As you walk around it you get 
descriptions like “You walk 20’ east. You are at a junction, 

You can go west or south.” Great fun. If you do decide that 
you want to map it then I suggest you use graph paper, and I 

_i 
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really think that it should have told you (since you can walk 
around the outside of it) that it is about Six') feet across and 
about 350 feet wide. I had to start three times working to 
smaller and smaller scales as I kept running off the edge of the 
paper! 

A COMPL AINT? 

Coming back a minute to complaints, one other complaint 
I have seen levelled at the game, and at Infocom in general, is 
that they haven’t IMPROVED their standards. Other 
adventure producers are now producing games with high 
quality graphics, key-ahead on most machines, RAM SAVE 
facilities, ’better parsers’', and so on. Personally, I am quite 
happy for Infocom to refrain from using graphics. I have 
rarely found that adding a few pictures to a game, no matter 
how pretty they arc, does anything to improve it, unless, of 
course, you are going to go all the way and have the pictures 
contain dues and the player interact with the graphics. Gantes 
such as Black Cauldron and King’s Quest III are very 
enjoyable - but they are a rather different kettle offish! 

The question of a 'better parser’ is also pretty dubious. 

Alt the attempts at that which I have seen so far have gone too 
far towards trying to impress you with, clever imitations of 
artificial intelligence but always at the expense of the game 
play and the clarity of the game. As far as I am concerned they 
ARE games And anything which detracts from my ability to 
enjoy the game is NOT good. Infocom’s approach of defining 
the limitations of their syntax very precisely, and of 
programming the game to tell the player exactly which word 
or grammatical construction is not understood, is in my 
opinion the correct approach. This allows the player to enjoy 
the game without worrying whether it is the game or the 
player that is at fault when he or she gets stuck. 

As for the other areas, RAM SAVE, key-ahead, etc,, yes, 
it is about time Infocom decided to move w r ith the times a 
little, But I can live with it as long as the games remain so 
enjoyable. 

What do YOU think? Have Infocom been overtaken by 
Level 9’s latest offerings (maybe we need to wait and see what 
Knight Ore is like!) or Magnetic Scrolls’ Illustrated 
Interactive Fiction or Broderbund’s Electronic Novels or 
Sierra’s 3-D Animated Adventure Games or Tellarittm’s 
Interactive Adventures? What do YOU think is important in 
an adventure? Why not write and lei us know? 

Anyway, to conclude Hollywood Hi jinx, once you have 
found the ten treasures you head to the Living Room to meet 
the lawyer, then you notice that your score is only 120 out of 
150? Sure enough, there is a sting in the tail and, assuming you 
work out what to do next, you will find yourself practically 
inside an old £ B’ movie yourself as you battle to the death 
against your evil Cousin Herman as a beautiful lady inches 
towards a whirling saw blade and a gory ending! 

What a finale. 

Could be a little bit cheaper, but still thoroughly 
recommended and well worth buying. • 


ATTENTION ALL 1050 
DISK DR IVE O WNERS! ! 

Announcing the all new ULTIMATE drive enhancement 

This Drive enhancement consists of a plug-in PCB, 
which can easily by fitted with our simple to follow 
instructions. 

The 1050 IS PLATE Disk Drive enhancement offers 
many features never before available in one 
UNIT: 

" Improved Drive speeds - up to TWICE normal 
loading speeds (Depending on disk format 
used). 

* Reduction of Drive WEAR and TEAR; now whole 
tracks can be stored in the Internal 1 Ak RAM. 

* The IS PLATE can READ/WRfTE a whole track In 
the time It fakes a standard 1050 drive to 
READ/WRITE a single sector (up to FIVE times 
standard speed). 

■ Supports double. Dual and Single Densities. 

* Sector SKEW Is now no longer required to 
obtain HFspeed cm with US Doublers. 

* Other Special features are: Slow down. Fast 
write. Fast read. Drive write lock. Skew on/off. Fast 
formatting. 

* Fast write with verify. This system 1$ faster than 
other systems which write without verify, 

* A double sided operating system disk te 
supplied which offers the following; 

IS Doubler, US Doubler, Standard 1050 and 
Archiver emulation. 

■ Track Tracer, Diagnostic tester, 46k and 126k 
Disk Backup utilities. 

■ The PLATE can be made Invisible to software 
detection by either Slowdown or 1050emulation. 

* Supplied with detailed Information regarding 
software drive control to aWow you to access the 
full potential of the PLATE, 

* Will run all available disk operating systems 
(Dos) Including: Spartados, Happy warp speed 
Dos, and other HIGH speed systems, 

* With this system, up to sixteen drives can be 
connected and used, 

* A comprehensive 30 page bound manual Is 
supplied. This Includes fitting In&tTucttons. 

* All registered owners will be supplied with any 
software updates etc for the price of Disk and 
return postage. 

Also supplied with 

GREMLIN GRABBER II 

The comprehensive hi-speed back-up utility disc, 
complete with manual 

(Existing owners please contact manufacturers for 
update) 


This complete package 

NOW ONLY 

£89.95 

me. Post/Packing and twelve months guarantee 

(A SAVING OF £24.95 ON PREVIOUS 
ADVERTISED PRICE) 




S3 Rugby Rood, West Worthing. 
Sussex BN 11 5NB 
Tel: (0903) 40509 (24hrt) 

(0903) 503711 (Bulletin Board 300/300 24hrt) 
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A surprise awaited both Mark Hutchinson and Paul Lay at the recent Atari Show in London where we presented 
the trophies for the Readers Awards for l'>86. Jim Short, unfortunately, couldn't make it from the far North (Bonny 
Scotland) so his award was sent through the post (I wonder if it has arrived yet!). Nobody knew who had won as issue 
n had not been published at the time so a couple of very surprised visitors to the Show were persuaded to step on the 

PAGE 6 stand for some piccies. 



Mark Hutchinson accepts his award from Nicola f Mark's the one an the left/ 






Pan! Lay accepting his award said he would have shaved if he had known! 



And so to the acceptance speeches* The following letter came 
from Paul Lay and the sentiments are, I am sure, echoed by our 
other two winners who also asked for their thanks to be passed on to 
the readers* 

tf My deepest thunks to all those readers who voted for Munchy Madness in 
the Readers Poll. I hope that everyone had as much fun playing the game as / had 
writing it! It really was great to receive the award and know that people do 
appreciate all the work that, goes into a program like Munchy Madness. 7 he 
avtards are an excellent idea, and being lucky enough to receive one makes all the 
hard work seem worthwhile." 


Who will be the w inners next year? Will it be YOU? Only if you 
send in that program or article yon have thought about waiting. 
Share it! 
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NEW 


SERIES on gem 


flight simulator II 


THBEEGBEAT MEW BOOKS 


Reviews of Goldrunner, Starglider, Star Raiders, Timeblast, Mighty Mail 

Mi-Print and more 






THE NORTH'S LEADING ATARI SPECIALISTS 
AUTHORISED ATARI DEALER 
FOR OVER 4 YEARS 


ST HARDWARE 


ST SOFTWARE 


ST ACCESSORIES 


ALL STs INCLUDE 
10 BLANK & 5 PROGRAM 
_ DISCS _ 

1040 STF With Hi-Res 

mono monitor £695.00 

1040 STF with Med-Res 

colour monitor £895.00 

1040 STF keyboard only £595,00 

520 STM package - includes 
1/2 meg disk drive, mono 
monitor, 1st Word 
+ 10 blank disks £449.00 

520 STFM with built-in 

1/2 meg drive + HL-Res 
mono monitor £495,00 

520 STFM with built-in 

1/2 meg drive £395.00 

520 STM with mouse £295.00 

520 STM keyboard only £249.95 


HOW TO ORDER 

Post your order to the address below with 
your name and address, enclosing a 
cheque or Postal order payable to York 
Computer Centre, or phone our 24 hour 
[Hotline with your Visa or Access number. All 
goods despatched same day subject to 
availability. All Prices include VAT at 15% 
Please add £ I SO postage and packing 
for software, £5 00 tor hardware and 
£12 00 for courier service 




Our shop Is open t days o week from 
9am To 6pm. In the centre of York, we will 
be happy to serve you and demonstrate 
anything you wish to see. 

YORK COMPUTER CENTRE 
9 Davygote Arcade, Davy gate. 
YorkYOl 2SU 

Tat 0904 641 M2 

Pratdai M8X MH641M2 

TaJacom Cold M8X: 72;MA£ft£26 


10% DISCOUNT 
OFF THE 

RRP OF ALL SOFTWARE 


Winter Games 
World Games 
Psion Chess 
Shuttle II 
Leaderpoard 
Silent Service 
Stargiider 
The Pawn 
Sky Fax 

Alternate Reality 
Phantasie II 
Flight Simulator It 
Typhoon 
Slicon Dreams 
Degas Elite 
DB Man 
Zoom Racks It 
K-Ccmm II 
K-Spread 
K-Graph II 
Lattice C 
Fast Basic 
Back Pack 


£22.45 
£22.45 
£22.45 
£22.45 
£22.45 
£22.45 
£22.45 
£22 45 
£22.45 
£22.45 
£22.45 
£44.95 
£17.95 
£17 95 
£71.95 
£102.50 
£62.55 
£44.95 
£44 95 
£44.95 
£89.95 
£80.95 
£44.95 


Just a small selection from our wide 
range. 

Pleas© ring for futher details. 


Tel: 

0904 641862 


WIDE RANGE 


OF 


BOOKS AND MAGAZINES 

Atari 500K disc drive 

£135.00 

Atari 1 meg drive 

£189.00 

Atari 20 meg hard disc 

£650.00 

Camara 1 meg drive 

£155.00 

Cumana 1 meg twin 


drive 

£265.00 

Eidersoft 1 meg drive 

£149.00 

Eidereoft 1 meg twin 


drive 

£239.00 

F’hilips 8533 Med-Res 


cobur monitor 

£285.00 

Casio CZ230S 


keyboard 

£275.00 

WS 4000 modem 

£169.00 

BOX OF 


10 DISCS 


Bra nded/Guarani eed 


3.5" 3S/DD 

£14,95 

3 5" DS/DD 

£19,95 

DISC 


COXES 



3.5" * 40 lockable 
3.5" x 80 lockable 


£11.95 

£14.95 


MEGA ST’s COMING 
Please call for details 


Name 

Address 


TOTAL 


Access/Viso No 


York Computer Centre (P6), 9, Davygate Arcade, 
Davygate, York, YOl 2SU 
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Precision Software recently launched what They claim is 'a 
revolutionary database” for the ST. Super-base Personal is a 
fully relational database that places no limits on the number of 
fields or size of record, All the expected facilities of a relational 
database are included but what makes the package 
‘revolutionary* is the simplicity of its visual interface wtiich 
uses 'controls' similar to a video or cassette recorder with 
which everyone is familiar. Another unique facility is the 
ability to catalogue pictures or documents produced on the ST 
and to call up the actual picture alongside the record! Price is 
£9*9.95 inclusive. 

Hobtek have an impressive range of products recently 
released or on their way including software, hardware and 
accessories. Much of the software is on their new,- Diamond 
frames label at budget prices. You can pick up ST 
POOL SHUFFLEBOARD„ a two game compilation for 
£19.95, GOLD DIGGER, which is similar to Boulderdash, 
for £19.95* a four game compilation called GAMBLER at 
£19.95, a mono colour chess program. CHECK-MATE, at 
just £14.95 and, finally on the software side* a GAMES 
COMPENDIUM with 10 board arcade games at just £14,95! 
Hardware wise there is the McKMUl-ATOR INTERFACE 
allowing direct reading of Macintosh disks, an MS DOZ 
HARDWARE EMULATOR giving 4 times the speed of the 
PC (99.9% compatible?) and, on its way, a 
SCANNER VIDEO DIGITIZER. Accessories include a 
MOUSE PAD at £7 95, a CARTRIDGE EXPANDER 
with 3 slots and, something everybody must have been waiting 
for, the MAGIC MONITOR INTERFACE allowing you to 
connect both mono and colour monitors without re-booting. 

Two new titles from Psy gnosis look to be very impressive 
from pre-release graphics and come with the usual Roger 
Dean designed accompaniments. Barbarian is an animated 
fantasy graphic adventure in which the player becomes a 
"dragon-slaying, monster-mangling Barbarian’, They say you 
need humouT, adventure and dexterity to achieve your goal. 
The other one is Terrorpods, a strategy arcade game in 
which you must defeat invading Tripod forces, A "three 
dimensional playing field with perspective scrolling 1 sounds to 
be quite impressive. Both are £24.95 and that includes all 
those superb Roger Dean designs. 

Infogrames are a French based company with U.K, offices 
that have just started producing titles for the ST including 
Prohibition which may well turn into one of those classics - 
simple in concept but so addictive! The company has been 
producing titles for other machines - notably Amstrad - for 4 
years and its first ST releases are mainly Amstrad conversions, 
however UK spokesman David Cross welter told us that they 
will now be concentrating on programs written specifically for 
the ST to use its full power. Between 12 and 15 titles are to be 
released in the coming year mainly on the games side. 

iVlirrorsoft have signed a new distribution agreement w r ith 
the American company Minds cape who have achieved a top 
reputation for their Cinemawrare range on the Amiga, Titles in 
the Cinemaware range to be available for the SI' include 
DEFENDER OF THE CROWN, KING OF CHICAGO 
and SINBAD. Already available is SDL There is also a Deja 
Yu series which will include the titles DEJA VC, 
SHADOWGATE and UNINVITED. Further details and 
release schedules will be reported as soon as known. 


Kuma s latest is K-ROGET, a GEM based thesaurus based 
on the internationally acclaimed Longmans Pocket Rogers 
Thesaurus with over 150,000 words and phrases. Release is in 
June at a price of £49,95, 

Me taco me o has now released version 3,04 of the famous 
Lattice C compiler which they say is ( a superlative C 
compiler of which we are rightly proud 1 . ’The revision includes 
faster maths routines and a new link loader called Debug + 
which is claimed to produce programs ‘blazingly fast 1 . A 
Resource Construction Editor which allows easy construction 
of icons, menus, dialog boxes and the like. There is lots more 
(a three page press release!) included for just £99.95, 

Software Express have recently signed a distribution 
agreement with Austrian based company Vogler Software 
who produce some top quality business and professional 
programs for the ST. Top of the range is Merkant, a modular 
expandable business program, for stock control, invoicing and 
basic accounting. The program features a huge variety of 
functions including the unique ability to leave the program to 
run a word processor like 1st Word and then return to where 
you left off! Other products include JaekSpell, a background 
spelling checker that looks like giving Thunder a run for its 
money. Features include 64,000 root words and up to 32 
endings for every word giving a staggering 2 million word 
capacity! ShortCut is a simple but useful program to allow 
you to define your own keyboard 'macros’ for use in other 
programs. Jack font is a font editor for system fonts and VDI 
metatile fonts which can be used with Easy draw, DEGAS 
Elite and other similar programs. Most of the software has 
been under development in Austria since the ST was first 
released and promises to be of high quality. Prices and release 
schedules should now be available from Software Express. 

Towards the end of May Software Express rush released 
The Election Program in time for the General Election on 
June 11th but it is a program that can still be used to do “what 
if exercises and for future by-elections. Basically a huge 
database of Election results, the program can predict the result 
of swings for future elections, analyse by-election results, 
show the details of any constituency in. the UK and much* 
much more. Most of the information is represented using 
maps of the various regions of the UK and you can watch the 
results coming in depending on the selections chosen. A full 
update of the 1987 General Election will be available shortly 
or there is a facility to add results yourself. A super program, 
whether you are interested in politics or not. Perhaps the most 
original program yet for the ST. Price is £29.95. 

Can anyone keep up with Microdeal? Now licensing products 
from the U.K. as w^ell as the States, latest releases include ST 
REPLAY* a sound digitiser which has had some high 
recommendations from those who have used it. This comes as 
a cartridge and software for £79.95. Also licensed from 2 Hit 
Systems is ST DIGIDRUM which has many sampled sounds 
to enable you to set up your own drum machine for £24.95. 
Also available, at £14.95, is DIGIDRUM SAMPLE DISK 1 
with 41 samples that can be loaded into the original program, 

If you are into MIDI then SUPER CONDUCTOR might be 
the sequencing package you are looking for at a reasonable 
price. Lots of features for mixing, transposing, editing and 
more in sixteen tracks. For £49.95 that might be just what 
owners of a Casio or similar are looking for. • 
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TIME 

WARP 


Star Raiders to Goldrunner 
six years apart but still close? 

(There are some serious ones here too!) 


GOLDRUNNER 

Microdeal 

£24,95 

Reviewed by John Davison 
;nr 

An Arcade Machine 
Inside Your ST! 

The Plot: The Earth is dying (yet 
again), but Luckily in this future 
scenario, new worlds have been 
discovered and the only thing which 
stands between the poor innocent 
people of Earth arid these new planets 
are the ’KingWorlds of Triton’. To pass 
through these Ringworlds, the 
awesome weaponry onboard must be 
destroyed, and that's where you come 
ini Guess what, guys? You've got to get 
into your one man fighter and blast the 
baddies! (haven't I heard this 
somewhere before?) 

The Garner Yes* it’s vertical 
scrolling shoot ‘cm up time again, but 
this time with real class. You control a 
fairly large golden spacecraft known as 
the Goldrunner, which can fly about all 
over the screen- 'The main aim is to 
obliterate ground installations in order 
to weaken the power of the particular 
Kingworld which you are on. When 
you have done this you may leave the 
level via a portal, go on to a bonus 
screen, and then on to the next 
Ring world, Sounds straightforward but 
it is not that easy! 

There are plenty of aliens to zap, 
which swoop around your ship 
dropping 'disrupter bombs'. These are 
like homing missiles which zero in on 
your ship, and you’ll need a lot of skill 
to learn how to dodge them without 
getting hit. You can withstand about 
seven or eight hits before being 
destroyed but before that you’ll lose 
your booster (a sort of mega 
turbocharger that zips you out of 
danger) and your wing lasers (extra 
firepower). To add to Lhe danger from 
the sky, you can also be killed instantly 
if you fly into a tall ground installation. 



‘just about 
flawless’ 


It takes good memory and a keen eye, if 
you’re to avoid being mangled up 
against the nearest wall! 

The game design is just about 
flawless. The scrolling is ultra smooth 
and mind bogglingly fast, the 
backdrops are beautifully detailed and 
the animation your ship is excellent, 
The aliens are colourful and the music 
is some of the best, non-digitised, yet 
heard on the ST.. It’s by the musical 
maestro Rob Hubbard, and I guarantee 
that after you’ve played the game you’ll 
find yourself humming the tune! The 
digitized speech during the game is 


used to gtiod effect, although it is a bit 
scratchy. As a feat of programming I 
cannot criticize it - Steve Bak (author 
of Karate Kid II) has produced a real 
stunner, and Fete Lyon (who did 
graphics for KK2) has done some really 
eye catching graphics. But how does it 
play? 

Well, to start with you’ll find it 
infuriatingly difficult, it is a VERY 
hard game. When you have finished 
level one though* you will fed a great 
sense of achievement, however you will 
still find it difficult trying to get past 
level one again on another go. The next 
two levels are fairly easy, but level four 
is a real nasty. I have been playing the 
game now for about a month* and I still 
cannot do it. 

The game can be played using a 
variety of control methods* either a 
joystick, which is most people’s natural 
choice, the keyboard* which I found 
extremely hard, or the mouse which 
was weird. You can swap between these 
controllers at any time during the 
game, as the ST is monitoring all three 
at the same time. 

Conclusion: Well, what can I say? 
It truly is one the best blast L em games 
ever written. But that’s it, nothing else, 
just pure mindless blasting. Many 
people will find the game far too hard 
and therefore boring* but those of you 
who are good at this sort of game will 
love it. The game is pleasing to the eye 
(those graphics are really stunning)* the 
scrolling is some of the smoothest and 
fastest 1 have ever seen, and the music 
is truly superb- One note about the 
sound.., if you turn off Mr. Hubbard's 
excellent tune then don't expect any 
mind blowing sound effects! The basic 
sounds in the game are pretty feeble, so 
if you don’t like the tune, you'd be 
better off turning the sound on your 
monitor down! 

Steve Bak and Pete Lyon seem to 
have this knack of creating classics* 
Karate Kid II was their first, and this 
will undoubtedly be their second. It’s 
like having an arcade machine in your 
own home* sitting inside your ST, • 
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THE EASY TO USE DATABASE 
FOR THE ATARI'™’ ST 


MENU DRIVEN 


1. Create A New File Layout 

2. Update/Examine Existing File 

3. Open An Existing File 

4. Produce Prints 

5. Back To Desktop 

1. Go To A Record Number 

2. Add A New Record 

3. Go To Record Key 

4. Delete A Record 

5. Page Through File 

6. Edit A Record 

7. Return To Main Menu 

EASY TO USE 

Create a database in seconds 

Define a layout - up to 16 Fields Of up to 60 characters 
each - 1 record per screen is displayed for printing, edit¬ 
ing or deleting. 



PRINT 

Print an individual record, a range of records or whole 
file. 

Chose which fields from a record to print. 

Print record numbers and field names if required. 

EDIT 

Change any field on any record, As there is no explicit 
key field there is no restriction on changing any field. 
Add new records to the database - up to a maximum of 
32767. Delete records from the database when they are 
no longer required thus freeing disk space. As new 
records are entered they are immediately saved to disk - 
there is no chance of losing hours of input in case of 
hardware failure. 



EXAMINE 

Search the database using any field as the key field and 
either full or partial data as a key. Find records with 
equal, lesser or greater key than the first one entered. 
Print individual records as they are presented on the 
screen. Go straight to a known record number without 
having to page through the whole database. 



£ 19.95 


The easy card-index style database 
at an easy price 


inc VAT 


Available from your local dealer or direct from the publishers: 

Valcom Ltd., 18a King Street, Bacup, Lancs, OL1 3 OAH 
Tel; 0706 874478/878394 Credit Card Orders Welcome 
Add £1 p&p if ordering direct 

I 
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TRIVIA 
CHALLENGE 1 

Microdeal 

£19.95 

Reviewed by Les 
Elllngham 

With the success of Trivial Pursuit 
and ail its clones it is no surprise that 
trivia programs should appear on 
computers. What is perhaps surprising 
is that so few of them should have 
appeared! This one, written by Steve 
Bak, is graphically quite simple but 
quite challenging and keeps you 
coming back for ‘just one more try* as 
all good computer games should do. It 
has the added bonus of allowing you, or 
a friend, to add almost unlimited 
questions of your own. 

Trivia Challenge is? essentially, a 
one player game being based on the 
trivia gambling machines Found in pubs 
and arcades. You start with ft lb and can 
insert either 25 cents for one go or ft 1 
which gives you five credits. Once the 
coins are 'inserted 1 you dick on the 
word play and your first question 
appears. After a short delay to enable 
you to digest the question., three 
alternative answers appear and you 
dick on the one you feel is correct. You 
have a limited time in which to answer 
and the faster you answer, the more 
points you score. Actually winning 
something is quite difficult as you arc 


TIMEBLAST 
Micrevalue Tynesoft 
£ 9.95 

Reviewed by John Davison 
jnr 

Tynesoft are not noted for titles of" 
superb quality, so I was a bit dubious 
about reviewing one of their first ST 
games - TIMEBLAST, Upon loading 
the game I thought that maybe, just 
maybe, they might be better on the 
sixteen bit than on the 8 bit machines. 
After a while, however, 1 concluded 
that this is a pretty boring game. 

It is, basically, just a rewrite of the 
ancient classic ‘Scramble' but without 
the bombs. The closest game to it I can 
think of is ‘Tail of Beta Lyrae 1 , The 
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allowed only two incorrect answers in a 
turn and need to score at least 1000 
points to win SI! The maximum points 
per question seems to be around 1 lb 
but if you need time to think it will be 
much lower. I consider myself to be 
pretty good on Fop music, but even so 
have had a hard struggle winning even 
SI .50 in this category! 

The disk comes with the categories 
Sport, Art, Fop, Science and General 
Knowledge which is a mix of all the 
others, Each category has a minimum 
of 500 questions and General 
Knowledge has nearly 2,000. Questions 
do tend to repeat when you play the 
game after switching off, but the 
answers do not always appear in the 
same order. The questions are well 
thought out, interesting and 
particularly 'English 1 despite the ft 
winnings and the frequent spelling 
mistakes! Mind you if you want to be 
pedantic 1 suppose you could always 
load up the questions with your word 
processor, spell check them and save 
them back! Full instructions arc given 


graphics have been enhanced 
considerably but what it has gained in 
beauty it has lost in speed. This game is 
so S-L-O-W it is virtually unplayable 
unless you have the slowest reaction 
time in the universe! There is not much 
that you can really say about a game of 
this type, other than that you have to 
shoot just about everything that moves, 
no matter how slowly 1 

The scrolling isn’t bad, and the 
backdrops are fairly good, but I have 
seen better. The sprites are well 
defined but not very wel! animated, the 
movement being a little painful on the 
eyeballs after a while. The sound 
effects aren't very good and there’s no 
music at all. AH this leads to a fairly 
mediocre game of not very good 
quality. The only redeeming feature is 
that is cheaper than almost any other 
game on the ST. * 


to create your own question sets with 
any ASCII word processor. 

All in all. Trivia Challenge is great 
fun and highly recommended for any 
trivia buff, especially those who cannot 
find any friends to play with. Finally, 
for even more fun, how about using the 
( do it yourself option to load in all of 
the official questions from Trivial 
Pursuit, practice like mad and then 
thrash the life out of everybody at the 
next party!! • 


3TARGLIDER 

Rainbird 

£24,95 

Colour or monochrome. 
TOS in ROM required. 

Reviewed by Steve Pedler 

Ever since the ST came into being, 
it must have been inevitable that a 
game would appear which is not only 
better than almost anything available 
for the 8-bit machines but is better than 
anything which can be written for such 
machines, Starglider is that game. Put 
crudely, this is a shoot-'em-up, but one 
of such quality that even those who 
don't like such games will be 
impressed. It describes itself as ‘an air 
to air and air to ground combat 
simulation' and I would say that is 
exactly right. 

The plot of Starglider is simple, 
The peace-loving inhabitants of the 
planet Novenia are invaded by the 
loathsome Ergons (led by their 
despicable commander Hermann 
Krudd) who rapidly conquer the entire 
planet. Having long since discarded 
their armed forces, the only means of 
striking back left to the Novenia ns is an 
old Air to Ground Attack Vehicle 
(AGAV). Museum piece (literally) it 
may be, but it is better than anything 
the Ergons have, their strength lying In 
numbers. It is hardly necessary to point 
out that you are the pilot of the AGAV, 

On loading the game (supplied on 
an auto boot disk) you are presented 
with an excellent title screen and the 
best computer-gene rated music 
(including vocals!) I have ever heard. 
Pressing any key launches you onto the 
planet's surface to be confronted with a 
bewildering variety of enemy craft, 
What are all these vessels, and what can 
they do? All becomes clear as you play 




















the game, but 10 give you some idea the 
Ergon forces range from tanks to Bute 
fighters (manoeuvrable but slow), 
proximity mines to the 
near-invulnerable walkers, and ground 
laser bases to Starglider One 
(Commander Krudd’s ship). 

Your AGAV is armed with the 
usual lasers and, at the start, one 
guided missile. The lasers are 
conventional enough, but the missiles 
are quite extraordinary. On pressing 
A L’ on the keyboard a clear female voice 
says ’missile launched’ and a new 
screen appears which instead of 
showing you Lhe the view from the 
cockpit of the AGAV shows instead the 
view from the nose cone of the missile. 
You guide the missile simply by 
steering it to the target using the 
mouse, I say ‘simply’ but it takes quite 
a lot of practice to hit the target 
consistently, and even then the missile 
may he destroyed in mid-flight by 
enemy fire. You also have shields, 
which are depleted alarmingly quickly 
by enemy missiles, and an energy 
supply which is also gradually used up 
during flight. Fortunately, several 
Novenian bases survived the Ergon 
onslaught, and it is possible (again with 
a considerable amount of practice) to 
dock with these silos and replenish 
missiles, lasers and shields. Refueling 
cannot be done here though - to do this 
involves a tricky and dangerous piece of 
flying, very low between the energy- 
towers present on the planet’s surface. 
The AGAV is destroyed if you run out 
of energy or if your shields are 
exhausted, 

The ultimate aim of Starglider 
(from the enclosed novel) appears to be 
to destroy all the Ergon vessels 
finishing with the command ship 
Starglider One - no easy task! The 
game has several levels of difficulty, 
exactly how many I’m not sure 
although I have seen the figure of 30 
plus mentioned elsewhere! You proceed 
from one to the other automatically as 
your score increases. However, I don’t 
know of anybody who has got anywhere 
near the finish - perhaps only the 
programmer really knows how it ends. 

The graphics of this game are 
excellent; there is a 3-D view out of the 
AGAV cockpit (or missile) with 
everything in perspective and with very- 
smooth scrolling. Enemy ships, 
buildings, missiles etc. are drawn in 
wireframe graphics with full hidden 
line removal. The interior of the 
AGAV cockpit is very detailed with 
plenty of instruments and gauges. 


Control of the vehicle is virtually 
entirely by the mouse, with occasional 
keystrokes needed for some actions. 

The packaging and documentation 
are quite superb. As well as the game 
disk, you get a 64 page glossy printed 
novel (essential reading to get the most 
out of the game), a flight manual for the 
AGAV, a quick reference card and a 
full colour poster of the vessel. 
Information about the various enemy- 
craft is not included in the 
documentation - you only get this after 
docking with a silo and interrogating its 
computer, a nice touch I think. The 
documentation is of such quality that 
other companies publishing software at 
identical prices should take note. 

Overall, this game really has to be 
seen to be believed. If you don't own a 
copy, go out and buy it now. If you 
don’t have an ST, Starglider might well 
convince you that you should have one.. ^ 


MI-PRINT 

Microdeal 

£19.95 

Reviewed by Alan 
Goldsbro 

The presentation of documents, 
whether a short letter or a full length 
dissertation is vastly improved by good 
layout. If there are times when your 
word processor cannot produce the 
style you desire maybe Mi-Print could 
assist you. Mi-Print is a program which 
prints any text file the way you want it, 
giving you control over paper size, all 
four margins, headers, page numbers, 
pitch and line spacing. Style 
preferences and printer definitions can 
be saved once set up. The program is 
quite small but it has a wide range of 
attributes and, coupled with logical 
design, will make your printer sing 
with every line it prints! 

The first good point is that 
Mi-Print is not just for Epson and 
compatibles but can be defined for a 
huge range of printers. The default 
setting is for a Panasonic 1092 but my 
Epson LX80 had no bother in printing 
using the default set up. If you need to 
define your own printer driver, 
however, control codes can be entered 
into a dialog box in either ASCII, 
Decimal, Hex or control character 
format. 

To ensure maximum visual 


impact, the layout style of any 
document is important and Mi-Prim 
will allow you to format your 
documents by making best use of 
margins, headers, line spacing and 
pitch. Even all those - Read Me’ files 
can be formatted to your own 
individual style and printed out either 
page by page or alternately on 
continuous stationery. 

If you are printing from a disk file, 
headers can be full path and filename, 
and the current system date and time 
can be printed alongside together with 
the page number. Margins, left, right, 
top and bottom are easily adjustable 
and there are four pre-set line spaemgs 
of 1, 1.5, 2 and 3 lines between each 
pass of the print head. Pitch is in three 
pre-set styles, pica, elite, and 
compressed, with a user defined 
optional format. Finally within the 
style menu there are commands for 
print range (from l to 9999 pages), 
page widths and heights. Printer and 
style menus can be saved to disk and 
both reside inside the PRINT.III.F file 
which is loaded automatically every 
time the program is loaded. 

Mi-Print doesn’t just dump to a 
printer, it can also send the information 
to screen for pre-viewing or reading or 
- to disk for printing out later or to 
include in a separate document- A 
^directory’ menu is included and this 
can display any drive showing 
pathname, folders, and full directory 
listing. Just as with printing a 
document, the full pathname, page 
number, date and time are listed. 
Mi-Print will also simulate a 
typewriter. You can type continuously 
and press return at the end of the text 
to send the information to the printer 
or alternately send the text line by line. 
This is the only mode in which you 
cannot send text to the screen. Text can 
be sent to the printer unformatted for 
use as address labels and the like. 

Six on-line help files are contained 
in the file PRINT.HLP. These files are 
sixteen lines deep each and contain 
basic information about each of the six 
menus. All of these files can be edited, 
saved and re-loaded at boot up, 

Mi-Print is one of those nice little 
utilities that the majority of printer 
owners will find useful. The package 
has a 12 page manual and comes in 
MicrodeaPs usual sturdy ring binder. 
Whilst well written and effective in it's 
performance, the price of £19.95 may 
seem high for some owners, I liked it, 
however, and what’s more I’ll use it! * 
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SUPER HUEY 

Cosmi/US Gold 

£19.95 

Reviewed by Steve Pedler 

Super Huey, a helicopter flight 
simulator, initially appeared for the 
Commodore G4, several months before 
it was available for an Atari, and I had 
been looking out tor it for some time 
when it simultaneously appeared for 
both the 8-bit and lb-bit machines. 

This review is of the ST version. 

There is a very nice title sequence 
to begin with and then you find 
yourself in the cockpit of the machine - 
a Hell Helicopter UH-IXA, The 
cockpit interior is extremely detailed, 
with an impressive variety of gauges 
and digital readouts. The graphics of 
the ST seem to lend themselves to 
producing high-tech displays like this, 
as can be seen in other games such as 
Star glider and Peep Space. The lower 
part of the console contains various 
engine and in-flight displays, W'hile 
overhead there are navigational and 
weapons status instrumentation, 

The first thing you have to do is 
power up the onboard computer, and 
having done this you may select one of 
the four available missions. These arc 
Flying School, Explore, Rescue, and 
Combat. 1 naturally chose Combat 
first, and was quickly blown out of the 
sky. Back to flying school. 

Flying school is exactly what the 
name implies. 1'he mission Lakes you 
through take-off, flight and landing 
with commands displayed on the screen 
of the onboard computer situated in the 
middle of the lower console, This is a 
nice gentle introduction to the 
complexities of helicopter flight, and 
the manual also contains some quite 
detailed notes on the theory of rotary 
winged flight so that you can 
understand what you are doing when 
you fly the aircraft, Control of the 
helicopter in flight is entirely by means 
of the mouse, with the keyboard used 
for actions such as selecting the mission 
and loading firing the weapons. The 
use of the mouse is generally quite 
satisfactory, but 1 found it very tricky 
to turn the helicopter and couldn't help 
thinking that this might have been 
better done with a joystick, One other 
point is that while the cockpit is very 
detailed the view out of the window is a 
real let-down, with very little to 
actually louk at. This is just as well 


initially, as you have to concentrate 
hard on flying the thing rather than 
looking out of the window, but it docs 
not do justice to the ST’s graphics. 

Having had enough of flying 
school, I went back into Combat, Here 
you take on an (unnamed) enemy desert 
airbase complete with hostile and very 
numerous helicopter forces. You don’t 
have to do anything to find these 
choppers, they’ll find you, and when 
they do the aim is quite simple - knock 
them all down before they do the same 
to you) When you are shot down it is 
made apparent by a line of very realistic 
bullet holes in the cockpit window 
which can give you quite a shock the 
first time it happens. Fortunately, 
unlike the real thing, you can have 
another go. The weapons available to 
you include 20 rockets and a machine 
gun with 2,000 rounds. Since there are 
32 enemy helicopters, you can’t afford 
to waste any ammunition. 

If you get tired of being 
continually shot down, you can try one 
of the other missions. Both of these are 
basically navigational exercises. In 
Rescue, you arc given the task of 


EAZY-CALC 

Robtek 

£49,95 

A re-review by Alan 
Goidshro 

Tn the last issue I reviewed EZCalc 
the spreadsheet package from Royal 
Software, Now Robtek have acquired 
the distribution rights for Europe and 
renamed it EAZY-CALC. To their 
credit they have also reduced the price 
to £49.95 and, have included a graph 
program as part of the package. 

The program was not without its 
faults and this was consequently 
reflected in my review. My main 
concern was that the program didn’t 
really match up to its name, and I still 
feel that this is partly true. The other 
area I highlighted was the inability to 
’convert’ VIP Lotus 1-2-3 files files to 
EZCalc format correctly. This seems to 
have been remedied but still it could 
not convert templates 100% correctly, I 
had to make some small adjustments to 
the conversion but this is probably a 
small price to pay for what is generally 
a good facility. 

With the graph program, Robtek 


rescuing stranded personnel, but you 
are only given a general position for the 
party. This means that you will have to 
fly to the general area and search it 
until you detect the transmission from 
their rescue homing device. Once this is 
picked up, you follow the appropriate 
heading until you spot the flares sent up 
by the party, then land, collect them 
and return to base. 

Finally^ Explore requires you to 
map the terrain around your base. 

When the map is complete, the 
instructions invite you to send it to 
Cosmi and they will send you the 
correct map in return, 

1 think anyone who likes flight 
simulators would quite enjoy Super 
Huey. Being a helicopter simulator, it i$ 
a little different from other such 
programs and it does have that extra 
spice of gening shot at. I can’t help, 
however, having slight reservations, 
particularly with regard to the sparsity 
of graphic detail outside the cockpit. It 
occurred to me that this would be an 
excellent game on an 8-bit Atari, but 
just isn’t quite of the standard we are 
coming to expect on the ST. * 


have done themselves proud. H/Graph 
sits in memory as an accessory and can 
be pulled down at any time to take up 
half of the screen as a default, but, like 
any other window, it can be sized to 
suit your own requirements. Bar and 
Line graphs, each with four variations, 
single,, stacked, overlay and compare 
coupled with a Pie chart make up this 
impressive accessory. Labels can be 
dragged from the spreadsheet to the 
graph to make up your titles, Cells can 
cither be dragged individually or whole 
ranges ported at one go. Up to four full 
sets of data can be displayed on the 
graph resulting in a highly visual and 
pleasing display. 

Graphs can be saved to disk and 
the retrieval time for * saved’ graphs was 
almost instant. Printing the graphs does 
not provide any problems providing 
you have an Epson compatible printer. 
Quality dumps without any significant 
distortion were produced in under tw r o 
minutes. 

Everything taken into account, the 
graphing program from EZCalc really 
is worthy of the title easy, although 
most of my earlier comments regarding 
the spreadsheet still apply. On 
reflection; what was a program destined 
to collect dust on many suppliers 
shelves s could now be a good buy, ■ 
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MIGHTY MAIL 

Microdeal 

£29.95 

Reviewed by M&rk 
Hutchinson 

Helping to run a user group 
magazine mean a keeping records of 
subscribers 1 names and addresses* any 
information they tend to give about 
their system and, always, the onerous 
task of making labels for the envelopes. 

I have been using a liasic program to 
write the labels, but not a keep 
database. I have never had the time to 
set control codes for the printer so that 
the label spacing is right. This meant 
writing a few labels, resetting the head 
and printing a few more. You can 
imagine my joy when the postman 
delivered my copy of MIGH1 Y 
MAIL 

The disk contains both an 
American and U.K. version of the 
program, along with several example 
files. The instruction come in □ 41 page 
booklet. The program is GEM based 
and extremely easy to use, but it is wise 


to sit down, set up your own labels, and 
experiment with the various options. 
This is far easier and quicker than 
reading the instructions (who does that 
anyway?}. 

I set up a small batch of records 
and tried out a sample print. The result 
was quick and clean, but was far larger 
than the standard 1.5 1 ' labels, Silly me, 
the ST sends out a line feed and I 
forgot to reset the DIP switch (set for 
the 8-bit). Problem solved. 

The next problem came shortly 
after that. MIGHTY MAIL will prim 
an error message to the screen when it 
is in trouble. This one told me it had a 
truncated record and the program code 
where it occurred, 1 set up a new file, 
only to find that the program could not 
access the drive. I used a new disk and 
all went well. Then I remembered that 
Microdeal use a bulk copying program 
that only writes the tracks it needs. 
Another problem solved. Time for a 
break and a good read of the 
instructions. 

Back to the keyboard and more 
experiments. The file I had set up 
contained 16 fields in what is termed a 
mask* enough for most purposes hut 
limited for my own personal records 


(the amount of hardware I possess!). 1 
set the fields for several records and 
found an option to delete duplicates, of 
which I had a few by now. Once the file 
was set up I had the options to Search 
Mask, Search Next, Get Previous, Get 
Next, Delete* Show By and Exit. Show 
By will son records by Company 
Name, First Name or Postcode. Setting 
the fields is done with the mask 
options, This will set a high and low 
marker so that if you enter "Mark’* for 
instance, you can print any record 
alphabetically before or after ‘Mark*. 
The autotype mask is very handy if 
most of your records have a similarity. 
It will hold the common data* speeding 
up entries. 

There is a layout option whereby 
you can change the default layout of 
both labels and reports. This is 
adequate, but I believe that, if the 
program is used for different types of 
record, a bit more flexibility would be 
required by the user 

Like everything else, the more it is 
used the easier it becomes. I found it a 
bit awkward at first until I set up my 
own records and fiddled about. A nice 
little program* worth considering if you 
need a mailing list. * 



YES YOU CAN STILL SAVE UP TO 30% ON 
SELECTED ST SOFTWARE AND THE LATEST 
SOFTWARE AT BIG DISCOUNTS 
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Flight Sim II 
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Atari ST Image Editor^ 

AniMatic makes the creation of full colour 
animated sprite-like objects quick and easy. 

The objects can be i ncorporated into your own 
Fast Basic programs, moved and animated 
under program control. 

Compatible with IMEQchfome,, AniMatic objects can 
be combined with a NEOthrome background. Or you 
can use the NEOGRAB function to cut sections from 
a NEOthrome screen and animate them. 

The AniMatic disk comes with several demonstration 
programs, including the game 'Smashout r , Together 
with six program modules, written in Fast Basic, 
containing set-up and manipulation routines. 

The modules can be inserted directly into your own 
Fast Basic programs. 

Please note: AniMatic is specifically for users of Computer Coopts 
FAST BASIC. It is not directly compatible with other versions of Basic. 


ortty 


in* 


Please send cheque 
or P.Q. for £9.95 to:- 

SQFT Bns Dept. Pfi 
5 LANGLEY STREET 
LONDON WC2H 9JA 
TEL. 01-836 2533 
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STAR RAIDERS 

Atari Corp. 

£24.95 

Colour monitor required 

Reviewed by Steve Pedler 

Shortly after the release of the first 
8-bit Atari si, Atari, themselves 
published a piece of software that was 
to revolutionise the computer game. 

This was Star Raiders - since much 
imitated on other machines with 
varying lack of success - a game which 
has been consistently voted one of the 
best ever written. Even today, many 
Atari owners would include st in a 
personal top three 'best games\ 

I mention this ancient history to 
try and impress upon those readers new 
to the Atari community the special 
place Star Raiders has for us. At last, 
after a long wait, the ST version of this 
classic has appeared. How does it 
compare with the marvellous original? 

When f first loaded up the game, I 
did so with a certain amount of 
apprehension. Would this be a 
much-enhanced version of the original 
taking into account the best features of 
the ST, or merely a completely 
different game relying on a famous 
name to sell? Fear not, this version is 
almost entirely faithful to the 8-bu 
original, with one or two minor changes 
that in general enhance the game play. 

One very pleasant surprise came 
on reading the manual. The first 
instruction given is to make a backup 
Copy of the master disk, and use the 
copy routinely. That’s right, Atari have 
not copy-protected the disk in any way, 
For this I applaud them for, although it 
has never happened to me, there can 
surely be nothing worse than buying an 
expensive piece of software and then 
losing it through some disaster which is 
no fault of your own. If we want more 
software publishers to follow this line, 
however, 1 must beg and entreat ST 
owners neither to give away or sell 
pirated (i.c. stolen) copies of the game 
nor accept such a copy if it is offered to 
you. This has caused too much damage 
to Atari, owners m the past for anyone 
to want to see it repeated on the ST. 

Anyway, onto the game itself. The 
plot of Star Raiders is simple. You are 
one of the elite 'Star Raider 1 pilots of 
the Atarian federation, which is under 
attack from the Zycroids (any relation 
to the Zykins of the original?) a race of 


mutated robot creatures bent on 
destroying humanity. The aim is 
straightforward — knock out all the 
Zycroid ships in your quadrant before 
they get you! 

On loading the game (from the 
GEM desktop) you select the difficulty 
level using the mouse and then start the 
game. This is the only lime the mouse 
is used, game control being entirely by 
joystick and keyboard, as in the 
Original. Four levels of difficulty are 
available to you, As in the 8-bit version 
these are classed Novice, Pilot, Warrior 
and Commander. When the game 
commences the upper half of the screen 
shows a scrolling 3-D view out of the 
window of your stareruiscr, with the 
lower half containing the control panel. 
This includes status lights for shields 
and weapons, a tally of the enemy 
destroyed and an external systems 
indicator showing you the current 

‘an all-time 
classic’ 

enemy vessel being tracked by your 
ship’s computer. In the centre of the 
control panel there is the tactical 
display, which can operate in three 
modes - galactic map, long range 
scanner and aft viewer. Those readers 
who have played the 8-bit version will 
recognise the similarity here, but one 
useful feature is that the use of a 
tactical display like this means that you 
can have both forward and aft views 
available simultaneously. The control 
panel is graphically very well done, as it 
is in many such games written for the 
ST. 

Before you commence battle, it is 
advisable to turn on the onboard 
computer, whi.ch among other things 
displays thegunsight and provides a 
head up display id information about 
distance and bearing to the enemy 
ships, You should also turn on the 
shields, without which the ship will be 
blown to atoms within seconds of 
finding the Zycroids. This brings me to 
one point that is a little different to the 
original - you don't actually have to go 
and look for the enemy, they come and 
find you! There are seven types of 
Zycroid craft, each with its own 
particular attack pattern. You donT see 
them all in the easier levels, but are 
only faced with the less dangerous ones. 
Graphically, the Zycroids are superb, 
all you would expect to sec on the ST. 
In fact this is true of all the game 


objects from the meteors to the 
stunning rotating starbases to the 
victory flyby accorded to you if you 
destroy all the Zycroids. Did I forget to 
mention the starbases? Because your 
fuel is limited, and because you may 
sustain damage to vital systems in 
combat there are a number of starbases 
at which you can refuel and be 
repaired. The Zycroids will attempt to 
destroy the bases, but this should be 
prevented at all costs. There was a 
justifiable complaint about the 8-bit 
version that docking with the starbases 
was extremely tricky, but this is 
thankfully not the case here. The game 
sound effects are simple but adequate, 
and are spectacularly loud - the room 
will reverberate if you turn the sound 
right up. 

The quadrant of space you arc in is 
divided into sectors, and you must use 
your hyperwarp system to move 
between them. The hyperwarp 
graphics are very realistic - rather 
similar to that which you see in the 
‘Star Trek’ movies, Unfortunately one 
feature of hyperwarp has been 
discarded in this version - the need to 
steer through hyperspace in the higher 
levels. I don't know why this isn’t 
there, it always added an extra 
dimension to the gameplay for the more 
skilled player. However an added 
feature with no counterpart in the 
original is something called the 
‘Emergency Atomics Unit’, Using this, 
which you can only do once between 
visits to a starbase, will destroy all the 
remaining Zycroids in the sector and 
warp you out of trouble fast. Again I'm 
not sure why this is present - in truth I 
wouldn’t have thought the game 
difficult enough to warrant this feature. 
That brings me onto my final point, 
concerning the overall difficulty of the 
game. On the 8-bit version I find 
Novice level to be easy, Pilot to be 
hard, and I can only survive for a 
minute or tw r o at the hardest levels. I 
am not a particularly skilful player of 
this type of game,, but on this version I 
can survive easily at Warrior level and 
even the hardest level of all isn’t that 
troublesome. I just wonder if 
experienced game players might find 
this just a little bit too easy. 

So there it is, the ST version of an 
all-time classic from Atari- If you know 
and love the original, you’11 like this 
one too. If you own an ST but have 
never played Star Raiders this is your 
chance to find out why it lias such a 
great reputation, Definitely one to add 
to your co 11 ection, * 
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Fve long thought Sublogic’s Flight Simulator programs 
to be supreme in the simulation world, and was delighted with 
the version released on the 8-bit Atari (see Issue 21 for a 
detailed review). The advent of the ST has opened up a whole 
new world of possibilities, and Sub logic have responded with a 
magnificent new version of Flight Simulator II, utilising 
virtually all of the ST’s new r features. There's only one word 
for the resulting package - stunningt And it's sufficiently 
different from the 8-bit version to fully justify this ’re-review’. 

I won't go into details of the basic program, as in concept 
it's identical to the 8-bit version. Instead* 1*11 describe just the 
differences and enhancements. There are lots of these, and 
most of them will blow your socks off! 

The package is similar to the 8-bit version, but the 
program and scenery data is now on one single-sided 3]” disk. 


FLIGHT 


-— 


Flight Simulato 
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Instructions are contained in one 132 page, fully indexed, 
spiral bound manual of very high quality. Sublogic have 
dropped the second manual as supplied with the 8-bit version, 
so you don’t get to learn about the theory of flight, nor do you 
get the eight flying lessons. However, the ST manual does 
contain everything you need, including many useful diagrams. 

MORE OF CALIFORNIA 

In addition to the 8-bit’s maps of Los Angeles, Chicago, 
Seattle and New York areas, this version also includes San 
Francisco, The area covered adds 47 new r airfields (several 
equipped with Instrument Landing System) to the 81 in the 
8-bit version* You also get many new radio navigation beacons 
to help you find your way around. The new area is extensive, 
measuring about 250 miles north to south by about 200 miles 
east to west - enough to keep you busy exploring for a long 
time! 

On boot up, you find yourself in a Cessna 182 lined up for 
take-off from runway 27R of Oakland International airport on 
San Francisco Bay. Yes, it's a different aircraft from the 8-bit 
version, and yes, the boot-up default is into the new map area. 
The instrument panel looks strangely familiar, but on closer 
inspection there are minor differences, such as retractable 
undercarriage controls, different flap settings, autopilot, and 
different radio and engine instrument layout. 

The myriad program controls arc available either through 
the keyboard, or via mouse activated pull down menus. 

They’re all summarised on a reference card thoughtfully 
included in the package by Sublogic. Additionally, the mouse 
can be used in place of keyboard for primary flight controls, 
but I found this rather clumsy and preferred using the 
keyboard, 

SUPERIOR GRAPHICS 

Looking through the windscreen you can immediately see 
a difference from the 8-bit version. The scenery graphics in 
the San Francisco area are far more sophisticated than those in 
the 8-bit version, For instance, items such as runway markings 


by John S 

are colour filled shapes, not single lines or ‘wire frames*, and 
there are more buildings to be seen. This only applies to the 
new area, though, the others seem to have been transferred 
from the 8-bit with very little change. 

As soon as you start the take-off run, the STY muscle 
power immediately makes itself felt. The screen refresh rate is 
very much higher than before* making the view through the 
windscreen look more like a film than computer generated 
graphics. The runway markings glide smoothly past as you 
gather speed and lift the Cessna into the air. Almost 
immediately, the water of the Bay comes into view* and soon 
after that the massive 8 mile long Bay Bridge between San 
Francisco and Oakland. Flying straight on you quickly pick up 
the skyscrapers of downtown San Francisco. As you get closer 
you see they Ye colour filled 3D graphics (with hidden lines 
and surfaces removed l). That famous San Francisco landmark* 
the Transamerica Pyramid is there - a huge, 853 feet high, 
pyramid shaped office block. You bank the Cessna and switch 
to a view from the side window, really getting the feeling 
you’re flying round a solid building.. All along the waterfront 
you sec the piers and moorings of the port area, with the 
Fisherman’s Wharf tourist spot at the far end. 

Continuing your original flight path you see in front of 
you the most famous San Francisco landmark of all, the 
Golden Gate Bridge. Its portrayal here is excellent - 1 flew the 
Cessna round and round it, inspecting it from all angles, and 
marvelling at the skill of the Sub logic programmers. 

Flying back to Oakland you pass over the island of 
Alcatraz and notice that the prison building is there - Sublogic 
have thought of everything. The graphics on approach and 
landing at Oakland are as impressive as the take-off, And on 
touchdown, the tyres really screech as they hit the runway- 
it’s worth doing a lousy landing just to hear that noise several 
times over! 

The improved graphics are easier to look at in this version 
of the simulator, as it allows you to finely adjust the direction 
of view you get from the aircraft cabin. You are not limited to 
the 8 fixed directions, as before. Further, you can adjust the 
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lator II on the ST 



the control tower has taken wing and is streaking after you at 
very low altitude and at tremendous speed! You rush 
THROUGH the landscape; whizzing past buildings, over 
water, under bridges., whatever... until it's repositioned at the 
distance away from your aircraft originally requested. The 
effect is startling, incredible, fantastic, exciting,,.Tm running 
out of suitable adjectives! All the time, your aircraft position is 
kept in view? on the screen, marked with a small dor The dot 
slowly grows in size until it becomes the familiar shape of your 
aircraft once again. The effect can really be quite breathtaking. 

You can switch between views from inside the aircraft, to 
spotter plane, to control tower, to tracking view anytime, at 
the press of a key or mouse button. Even more astounding, 
you can set up multiple windows, each with a different 
viewpoint and you can add a radar, map window too, if you 



in S Davison 

angle of view up or down - very useful when in a steep climb 
or descent. There’s also a new zoom control to enable you to 
get a closer look at the central part of the screen (up to 511 
times magnification), If you want a wider view? you can do this 
too, with a magnification down to 0.25! OK, so we’re getting 
away from realism here, but iris a useful feature, especially 


need it. Windows can be positioned and sized to suit your 
needs. For the ultimate in views you can slide the instrument 
panel down giving a full screen display for any view. This is 
really spectacular when landing (if you’re skillful enough to 
manage without instruments!). 

FLY WITH A FRIEND 


when used with the other new viewing facilities Pm about to 
describe. 

SEE YOURSELF AS OTHERS SEE YOU 

A major addition to the ST version is the ability to view 
your aircraft FROM THE OUTSIDE. That’s right, you can 
now see how your aircraft looks as you fly it. Microprose’s 
Solo Flight has been doing it for years, you say? Not like this, 
it hasn’t! You have the choice of two different vantage points, 
either from a spotter plane flying near you, or from a control 
tower on the ground. 

You can set the position of the spotter plane relative to 
yourself, on either wingtip, in front looking back at you, 
behind you looking forward, or looking straight down from 
above. Also, you can set the distance between you and the 
spotter and the height above or below you that it flies, After 
selecting the viewpoint, you see the view on the screen 
gradually change as the spotter plane flies to its new position] 
Now, as you manoeuvre your aircraft, you see it move about 
relative to the spotter's viewpoint, but the spotter always 
eventually gets back into its requested position. The view you 
get during aerobatics is truly thrilling, as the spotter tries to 
keep station as you cavort around the sky. 

The control tower option is just as spectacular, but in a 
different way. This time, you get the view of your aircraft 
from the ground. For best effect, you have to make use of the 
zoom controls mentioned earlier. As you fly away from the 
airfield, the program automatically pans the viewpoint to 
follow you, Eventually, you get so far away that you can’t be 
seen even on full zoom. So - here comes the amazing feature - 
you select the Track function. The view you get now is as if 


As if all this weren’t enough, there’s yet another brilliant 
new feature, It’s possible to link two $T*s together (each 
running the program) via the RS-232 ports and run in 
‘multi-player’ mode. This means you and a friend can each fly 
an aircraft, and each can sec the other on his own screen. The 
ST’s, continually exchange data via the RS-232 link on 
position, height, etc. You need a null modem cable to connect 
the machines, or alternatively you can use modems and 
conduct a two player game via the phone. Communications 
facilities are built right into the program! You can send and 
receive radio messages to/from the other player too (via the 
keyboard). 

JOIN THE JET SET 

If flying the Cessna becomes too easy, try selecting the 
Learjci option. This is a completely different ball game, as a 
l.carjct is a twin engined executive jet aircraft, capable of 
flying at 450 knots at altitudes up to 50,000 feet. My only 
grumble about this is that the instrument panel remains 
broadly similar to the Cessna, so the simulation is somewhat 
lacking in visual authenticity. It's great fun, though, 

Theresa a lot more detail I haven't covered, like the World 
War I Ace game, action replay, autopilot options, tamdisk for 
saving loading scenarios, additional weather features (like 
ground fog and turbulence), I could go on writing about this 
forever. By now you must have gathered that it’s a program 
not to be missed by any ST owner, I f you have an ST you 
MUST, repeat MUST, add this program to your software 
collection. It’s the finest piece of simulation educational/ 
entertainment software I’ve ever seen on a home computer and 
worth every penny of the £50 asking price. • 
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Using GEM from the C language 



A tutorial series by Steve Pedler 


Having acquired an Atari ST* 3 went through the phases I 
imagine many new owners experience - starting off by finding 
out how to get the computer powered up, playing a Few 
commercial games and trying some public domain software 
and finally, when the immediate euphoria wears off* actually 
attempting to program the machine yourself. It is at this point 
that you discover that ST BASIC is not exactly the world’s 
ideal programming environment - not that it isn’t a powerful 
interpretation of the language, but more that the screen editor 
provided must be one of the slowest and most unfriendly ever 
written, and that you are denied simple access to one of the 
features for which the ST is best known - the GEM interface. 
At that point 3 decided that [ needed a more powerful 
language than ST BASIC, and with a certain amount of 
trepidation opted for the one that many others seemed to be 
using, particularly in the USA* the C programming language. 

1 haven’t regretted my choice for one moment. Using C to 
program the ST and make full use of GEM is so easy and 
produces such fast programs that 1 never want to return to ST 
BASIC again. 

It occurred to me that Page 6 readers who cither own a C 
compiler and have not yet started to use GEM, or those of you 
thinking about buying a compiler might be interested to see 
how it’s done and so hopefully avoid some of the traps 1 fell 
into and so this first article came into being. I hope that you 
will learn w r ith me as we examine the ways in which C can be 
used to program the graphics of the ST. I hasten to add that I 
am very much a novice in both C and GEM, and I hope more 
experienced programmers will forgive the need to state facts 
and principles which to them must seem obvious. Many ST 
owners, however, are still at the novice stage as regards C 
programming and it is for then, primarily, that this scries is 
written. 

THE DEMO PROGRAM 

I have always fell that articles of this nature are likely to 
prove more interesting if a useful program is the eventual 
result. The aim of what I hope will be a series of articles is to 


produce a comprehensive demonstration of the graphics 
capabilities of the ST which you can use for your own pleasure 
or to show your family, colleagues and friends. To this end, I 
would welcome suggestions from readers concerning aspects 
you would like to see covered in these articles, or suggestions 
for graphic demonstrations. Often the hardest pan is nut the 
actual coding but thinking of something which will adequately 
demonstrate a particular point. 

I should point out that this is intended to be a 
demonstration of GEM rather than how to program in C and 
some rudimentary knowledge of C will be helpful, however 
even those who do not know the language should find the 
discussion of the various GEM functions useful, as the 
principle of using them from ST BASIC is similar. 

The demonstrations will take the form of a single program 
which carries out a series of demos in turn. This will save you: 
having to type in the necessary initialisation code each time. In 
this first instalment we will set up the system for the demos 
and include a simple demonstration of animation using colour 
rotation- This powerful technique is used in numerous graphic 
demos and once mastered will allow you to write spectacular 
demos of your own, 

TYPING IN AND RUNNING THE DEMO 

This first part of the program does not use any of the 
more advanced features of C such as floating point numbers, 
structures or unions* so it should be compatible with all the 
currently available C compilers. One point to note is the 
#dchnc in the first few lines which defines i WORD 1 as a short 
integer variable. This is necessary because GEM functions 
expect to be passed 16-bit integers and the compiler used to 
write this program, Metacomco 1 ’s Lattice C, uses a 32-bit 
integer as standard. In Lattice, a short is 16 bits long as it 
almost certainly will be in any other compiler, regardless of the 
integer size. IIow r ever, check your compiler, if a short is not 16 
bits long you only have to change the #define, not every 
occurrence of the short keyword in the program. To run the 
completed program, double click on its icon and click on the 
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/* GEM demonstration* from the 'C J 
programming lanuage- */ 

/* Written USl ng the Metacomca Lattice C 
compiler */ 

/* By Steve P*dler 'lor Pig* 4 Magazine, 
England +/ 

/a Version 0,2 March l3 1987 */ 

/+ Lattice include files */ 

iinclude "itdiOitl" 

#idelude +, osbind.h" 

/*■ -- declarations, 

constants ------—-—--——#/ 

♦♦define WORD short int 
*defin* SOLID 1 


char res#1 artC3* n C3 3 1 Us* only lou 

resolution 1 when running this program 
21 OK 2 ", 

hello_boH £]■"till 

Demonstrations of GEfl In 'E J E by Steve 
Pedler t for Page 6 Magazine 1987 ][ OK 

r'$ 


WORD contrlC 12 3, intinC 236 3, 

ptsint 256 3, 

intoutt 256 i t ptsoutC 25*3, 
work a handli, dum, tamp^CO'l , 
old_palC 16 }, new_palC 16 1, 
button, 

col _i ndtwtX-t Cf 2, 3, 6, 4, 
7, 5, 8, 9, 10, li, 14, 12, 15, 13, 1 

3 i 

demol f > | 


int finished! 

/*---program start* 

here —-----——----—+/ 


main (> 

< 

WORD c: 
initjifnO | 

Whilst finished ?“0 1C 
c»d*mo1 t 1j 

iI ( c*“3 1 C 

fini*hed«0f break! 

1 

> 

f|ni*h_gem(I ; 

} 

/* —-— —-——- initialisation 

i ni t_gem t ) 

£ 

int i i 
WORD resnl| 


>1 


y 


form_#lertt 1, resalert 

finishad"Qf 

> else C 

form_alert< 1, h#llo_ba* 


y* --—— demonstration at 

--—- —.—.-# / 

/* draw a circle in quadrants and 
animats by colour rotation #/ 

WORD denial n 
£ 

int delay, count, step, if 
WORD starts, stops, a, cf 

Set pal let* E n*w_p#l If 
v_hide_c( wark^handl* If 
v^clrwh t work_handls )p 
vsf_int*rlor I work_handie, 

SOLID If 

*tarta*0f 
stops"200| 

for< i"0f i<3p ++4 )£ 

for< a^lf a<7f a++ »£ 
vsf col or£ 

Mork.hendle, cdl_ind*Kt a J If 

v_p i*elice < 

workjiandle, 160, LOO, BO, starts, stops 
> I 

starta«st arta+200i 
stops" at opa-r2Q0j 

> 

> 

vst^height( work_handle, 6, 
Vdum, Sedum, Acdum, Lduin If 

v_gtext( wnrk_h*nd 1 a, 8, 185, 

"Demo 1 — Spinning disc' 1 If 
c-Qj 

count«5000| 

Step?ICOp 
while< c<2 i c 

t*mp_CDl“new_pal C 6 Ip 
fort a"5| a>Qp a— )< 
new^pslC *+i 

J-nsw palE a If 

J 

new_palt 1 3-temp_colf 
Setpalletei new_p*l If 
for t del ay*1 1 
delay<count; ++delay 1 

I /a don't miss 

this semi colon 1 *7 

graf _mkstate t Sidum, Stdnim, 
Sdbutton, Stdu.rn If 

if( buttonw»i > £ 

c oun t "c oun t +*t *p | 
if t count>30000 I I 
rount<300 )t *tap-step * -lp 

count■c oun t+*t * 




J 


> 


finished*ip 

applini tO| /* 

initialise GEM */ 

Mttr k^handUe—gr#f _handle ( kdum, 
&dum, kduh, tdum l| /* get the device 

handle */ 

fort i®Lf i<10f ++i } 
intinl I 3"If 
intint 10 3=-2f 

v^opnvwk( intin, ttwark_handle, 
intout 1| /* Open workstation #/ 

for? i-0f i<16 f old_p*lE i 
l"S*tcolor{ i++, -1 3)| 

for { i-0f 1<14p ++i > 

new_palC l l"old_pal[ 1 
3 f 

resol“Getrez(> ; 
if{ resol>0 1< 


if( button>1 3 c"buttonf 

2 

return( c > t 


/* ——-exit the GEM 

appl1 cation 

- -- —————-—*/ 


f ini sh_gemO 
C 

WORD reset| 

reset"0| 

v_show_c( work_hindle ( 

reset 3) 

Setpal 1 eta( old_pal 1p 
v_cl*vwkt work_handle )t 
appl_s«itC> j 
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TO ORDER Simply send, or phone your order, stating Foil Name, Address, Any Software problems? Queries? 

Visa or Access Nos, Cheque or Money order Make payable to Ladbroke give u$ a ring we usually have the 

Computing International, 33, Qrmskirk Road, Preston, Lancs* PR1 2QP. answer 


PRINTERS 


Dot Matrix 

EPSON LX06 —...€240 00 

LX86 Tractor Feed ..,£19,00 

LX86 Sheetfeeder...€49 00 

LQ900 24pin D/M...€499 00 

Star NL1Q.......,,£250.00 


NL1Q Sheetfeeder...£55,00 

National Panasonic ..£199.00 


DUST COVERS 


Computers...........£3 99 

Monitors ...—.,.£4.99 

Disk Drives,,,,.,,,,..£2.99 

Printers.....-.£7.99 


PERIPHERALS 

Triangle Img D/Drive..£139.00 

Triangle 2x1 mg D/Drive.......... £229.00 

Triangle 2Qmg Hard Disk.. £609.00 

Pro Draw Graphics Tab'.....£310.00 


FOR MORE INFO CALL ON THE ABOVE NUMBERS OR SEND 
SAE AND STATE FULL REQUIREMENTS 


STM 


STF/M 


We also Stock a full range of quality 
P/D ST Software at £3.99 per Disk 
Send SAE for catalogue. 


AM Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 


IF IT'S AVAILABLE we have it! 

Send SAE far full catalogue. 

Alt Dedicated books and mags in stock 


newly imported 


We have a complete range of Software 
in stock and fully tested. 


This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Qrmskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same 
Excellent service to all Mail Order Customers, 


All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. AM Hardware is 
supported by our own 'ON SITE' engineers, therefore quick turn round on all repairs is Guaranteed. 

All prices quoted are fully VAT inc, and there are no 'hidden extras', what you see is what you get. 
Prices include next day delivery on items over El50. 


3% D/S 5% D/S 
D/D D/D 40TFI 


Per Disk,...£1.99 .£0.80 

10 Disks,.£16.00 £6.50 

10 Disks+Plastic 

lib case ,,.£17.50 ..,.,,.,£7.50 

100 Disks.....£150.00 .,..,.£60.00 

500 Disks*♦.,...£650.00 ,,,,£280 00 


III 

The leading North West 
ATARI Specialist ATARI Dealer 


Imager. Easily fixed to your printer 
it wifi digitise anything placed in the 
printer and save to Disk to be used 
with Dega, Elite etc. RRP £99.99, 


6 


e . AD BROKE 
OMPUTING 

iNTERNATtON A L 


33, Qrmskirk Road 
Preston, Lancs, 

Tel (0772) 21474 
Mail Order 27236 or 
BuI/Board 6pm to 9am 


A 

ATARI 


520STM+Software . £249.00 

52G3TM+Mouse+$oftwr.. £269,00 

520ST M + M ou se+Soft wr 

+Hi-Res Mon ....£379.00 

520STM+Mouse+$oftwr 

+Colour Mon,,,...£568.00 


520STFM+Mouse 

+Softwr £375.00 

520STFM+Mouse 

+High -Res Mon 

+Softwr .... £475-00 

520STFM+Mouse 

+Colour Mon 

+Softwr ..£675.00 


1040STE+Mlouse 

+Softwr...£560.00 

1040ST F + Ml o us e 

+Hi-Res Mon 

+Softwr ..£660.00 

1040ST F+Mo use 

^Colour Mon 

+Softwr ..... £860.00 


All Hardware is covered for 12 months 
by our service dept, and is tested 
prior to delivery to assure satisfaction. 


IMeg Upgrades are available for the 
520STM, These are our own design 
and are very simple to fit, needing no 
soldering. 

Using the same board, all ST's can be 
Upgraded to 2mg or 4mg. So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board, 

IMeg Upgrade (STM I.. £100,00 

1 Meg UpgradHSTFM).. £70.00 

2.5Meg Upgrade .£350.00 

4Meg Upgrade .£650.00 

If any of the above Upgrades are 
purchased with Hardware then deduct 
£10 from total. 


All Disks are covered by an 
unconditional lifetime guarantee. 


BTWU 

-riiL# 

* JK „ 

Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation. AH repairs carry a 90 day 
warranty. 
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button of the alert box when it appears. You must be in low 
resolution for this program, if you are not, the program will 
tell you so. You can increase and decrease the rate of spin of 
the disk by holding down the left mouse button; holding dow r n 
the right button will rerun the demo, while holding both 
buttons will return you to the desktop. 

PROGRAM INITIALISATION, 

The listing starts with a couple of ^include hies, and two 
#defines, one of which defines SOLID as the number one. 

This is a constant used in selecting an interior fill pattern, and 
it is included simply because SOLID means a lot more to a 
person reading the listing than trying to figure out what 
significance a I might have when passed to a function. This is 
followed by a series of declarations; note particularly that the 
function demolQ, our first demonstration,, is declared as 
returning a short variable, rather than the default int. The 
reason for this will become apparent. 

The mainQ function comes next, and the first thing this 
dees is call the init_gcm() function. This carries the necessary 
initialisation code both for GEM and our demonstration. It 
starts by calling three GEM functions. The first, appLJmtQ, 
initialises GEM for a new- application. The second, 
graLhandleQ, returns a very important variable, the name or 
device handle of the current workstation. It also returns four 
other items of information about the workstation, but we don't 
need these so w r e can just use a dummy variable to put them in. 
Before w r e can open a new workstation to draw in, we have to 
be able to pass certain parameters to GEM. These are passed 
in intinf), and information received from GEM about the new 
workstation will be found in in tout []. As you can see, elements 
I -9 of iniim[J all contain the value 1. Table 1 gives the 
meaning of these values for GEM. The function v_opnvwk() 
will open our new workstation. It must be given the address of 
work-handle so it can be modified for the new workstation. 

Table 1, Values passed to GEM in v_opnvwk(). 


intin value attribute 

result 

element 

affected 


1 

1 polyline type 

solid line 

2 

l polyline colour 

black 

3 

1 polymarker type 

dot 

4 

1 polymarker colour 

black 

5 

1 text font 

system font 

6 

I text colour 

black 

7 

1 fill style 

solid 

8 

1 fill style index 

no effect as solid 
fill chosen above 

9 

l fill colour 

black 


Element 10 of intin[] is set to 2. This is an instruction to 
GEM to use raster screen coordinates, i.e. conventional 
computer graphic coordinates with point 0, 0 in the top left 
corner and a resolution of whatever the computer concerned 
can offer. The alternative is Normalized Device Coordinates 
(NDC), which is based on a standardised screen of 32767 
pixels vertically and horizontally. This offers the possibility of 
writing graphic applications which are independent of a 
particular computer^ hardware. 

Much of the information returned in intout[j will not be 


of interest to us if we are writing programs specifically for the 
ST, However, intoutf j elements 0 and 1 will return the 
maximum horizontal and vertical resolution respectively, 
useful if you are writing software that will run ]n more than 
one resolution, 

The rest of init_gem() contains code specific for our 
application. The demonstration will use colour rotation so the 
first thing we do is to move the colour palette into an area of 
memory where we can manipulate it. The SetcolorQ function 
is not a GEM function but a call to the ST h s operating system 
(it is an XBIOS call). The general format of SetcolorQ is as 
follows: 

Setcolorfcolour number, colour value) 

where colour number ranges from 0 to 15 and colour 
value is a 16 bit number representing the RGB value of the 
colour. But SetcoiorO does more than this. It also returns the 
old colour value to the user, and if the colour value supplied to 
it is negative, it is ignored. In other words, SetcolorQ as used 
here has the effect of changing none of the colours but copies 
the present 16-colour palette into the array old_pal| j This 
array will be used to reset the palette to its original value on 
leaving the program. The next two tines simply copy old_pal[] 
into new.palf] which will be used for the actual colour 
rotation. 

The next statement is also an XBIOS call. GetrezQ does 
what its name implies - it returns the current screen 
resolution. This is important to us, since this program will 
only work in low resolution. The values returned are as 
follows: 

0 low resolution 

1 medium resolution 

2 high resolution 

Having determined the resolution, the program checks to 
see if the user is in fact in the required resolution. If not, an 
alert box is put on the screen u> inform the user and the 
variable "finished' is set to 0. Alert boxes arc printed using the 
GEM function form_alcrt, and are simplicity itself to use. The 
general format is as follows: 

button = form_a]crt(default button, alert string) 

where button is the number of the button the user clicked 
on and which can range from 1 to 3. The default button is the 
button which is selected by pressing the Return key as well as 
clicking with the mouse; it too can range from 1 to 3, or be 
zero in which case there is no default. Examples of the alert 
string can be seen as res_aieri and hello^box. The general 
format is: 

(ioon)(text with lines separated by the : character)( button 
1 ; button 2 : button 3) 

where icon is the icon displayed on the left side of the box. 
Possible values for this are: 

1 exclamation mark 

2 question mark 

3 stop sign 

You can have a minimum of one and a maximum of three 
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buttons. Since we only have one button in each of these boxes 
w? don't need to know which one was clicked on. If the screen 
resolution is anything other than low, the string res.alert 
appears in the box; otherwise hello^box is used. On return 
from init_gem(), main() checks the value of the variable 
‘finished". If this is anything other than zero* the statements in 
the while loop arc executed; if it is zero* these statements are 
not executed and the function finish_gem() is called. Assuming 
the loop is executed, the demo is called as demo IQ, which will 
return a short in the variable ‘c\ If c is returned as greater 
than 2 the program will break out of the loop, set finish to zero 
so that the loop is not executed again, and call finish_gem() to 
exit the application, 

LET S START THE DEMO! 

Now for the demo itself, The first thing to do is reset the 
colour palette so that we can manipulate it. This is done with 
another XBIOS call, SetpaletteO* which is provided with the 
address of the new palette as its argument. We then hide the 
mouse cursor since we don’t want it on the screen, with the 
GEM function v_hide^c(), Function v_clrwk() then clears the 
screen using the current background colour (always found in 
colour 0 of the palette). To be absolutely sure, although we 
have already done it during the open workstation routine, the 
interior fill style is set to solid colour with the call to 
vsf_interior(). The format of this call is as follows; 

vsf_jnterior(device handle, style) 
where style can have one of the following values; 
style result 

0 hollow - i.e, outline only, no fill 

1 solid colour 

2 pattern 

3 hatch 

4 user defined pattern 

If pattern or hatch styles are chosen you can choose from 
a variety of preset patterns using another function, vsf_style(). 
We will look in more detail at this at another time. You can 
even define your own fill pattern using function vsfLudpatQ, 
The aim of the demo is to draw a disk composed of 
segments of different colours so that by rotating the colour 
palette we give the illusion of a spinning disk. The function 
which draws the circle segments is v_pieslice, w r hieh uses the 
following format: 

v_pieslice(device handle, circle centre x-coordinate, circle 
centre y-coordinate, circle radius, start angle, stop angle) 

Most of this is self-explanatory, except perhaps for the 
question of start and stop angles, which determine the position 
of the segment in relation to the centre of the circle. These are 
expressed in tenths of degrees, and can therefore range from 0 
to 3600, An angle of 0 is due east, while 900 will be due north. 
By incrementing these variables by a set amount each pass 
through the loop, we draw a filled circle composed of a 
number of segments. Before we can do this however, we have 
to set the colour to fill the segment with, and here we run into 
a slight problem. The 16 colours used in the low resolution 
colour palette are numbered 0 to 15, with colour 0 being the 


background colour. Unfortunately, the GEM functions use 
colour indices, also numbered 0 to 15, but which do not 
correspond with their counterparts in the palette. In other 
words (for example) colour index 1 does not use colour 1 in the 
palette, but colour 15. If we draw with colour indices I to 6 
therefore, but rotate colours I to 6 in the palette, we shall not 
be rotating the correct colours. To avoid this, the array 
col_index[J was set up which contains the colour indices in the 
order of the colours they correspond to in the palette. 

Having drawn the disk, the next task is to print the title of 
the demo using the function v_gtext(). I don't want to say 
anything more about this at this time, except that the height of 
the text (in pixels) is selected by using the vst_height call. 

More about this next time. Finally the colours are rotated by 
rotating the contents of new_pal|] and calling SetpaletteQ each 
time the array is changed (changing the array without calling 
SetpaletteQ will have no effect). 

The program incorporates a delay loop to slow things 
down to a reasonable level. In order that you can see the effect 
of altering the delay, the mouse buttons are checked using 
graf_mkstate(), which returns the current mouse attributes. 
This has the following format; 

graf_mkstatc(mouse x-coordinate, mouse y-coordinate, 
mouse button, shift control, alternate key state) 

We are only interested in the mouse buttons here so the 
other values go into our dummy variable. The mouse button 
returns a 1 for the left button, a 2 for the right button and a 3 
for both buttons at once. If the left button is pressed and held 
down, the delay is increased by the value in step until a limit is 
reached when it starts tfr decrease again. Holding down the 
right button or both buttons at once will exit from the demo 
loop and return the button value to mainQ, If this is 2 (right 
button only) the demo is rerun; if 3 (both buttons together) the 
program will return to the desktop, terminating by calling 
finish_gemQ, 

The finish_gem function is very straightforward. We first 
bring back the cursor using v_show_c() which has this formal: 

v_show_c(device handle, reset flag) 

where the reset flag is either zero or non-zero. If zero, the 
cursor is redisplayed regardless of how many v_hide_c() calls 
were made; if non-zero, the number of v_show_cQ calls must 
match that of the number of v_hide_c() calls for the cursor to 
be redisplayed. The old colour palette is restored with 
.SetpaletteQ, and the workstation closed with v_clsvwk(). The 
application is terminated with a call to appl_exit() ;s and the 
whole program returned to the desktop by coming to the end 
of the mainQ function, 

ALL FINISHED! 

And that is it[ You might say that it is a lot of effort for a 
very simple demonstration and I w r ould agree, but don't forget 
that GEM. gives us enormous graphic pow r er that is generally 
very easy to use. Regrettably the price we pay is an increase in 
the amount of code needed to set things up. Although J have 
deliberately used C to demonstrate some simple GEM 
functions in this article, all these functions are also available to 
BASIC programmers, who might like to try implementing the 
demo in BASIC, Next time we will look at some more GEM 
functions and add another demo or two to the program. # 
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SUPERTEC ATARI USER OFFERS 



SUPERTEC software for the ATARI ST 


Title 

Type 

Inc VAT 

Title 

Type 

Inc VAT 

Deadline 

Entertainment 

£22.95 

Habaview 

Database 

£74 95 

The Pawn 

Entertainment 

£24.95 

Kdata 

Database 

£49.95 

Red Alert 

Entertainment 

£24.95 

T-R-l-M 

Database 

£89.95 

Winter Games 

Entertainment 

£24.95 

H & D Base 

Database 

£99 95 

Golf 

Entertainment 

£29 95 

dBman 

Database 

£149.00 

Bridge 

Entertainment 

£29.95 

Habadex 

Database 

£49.95 

Time Bandit 

Entertainment 

£29.95 

Print Master Gallery 1 

Print Utility 

£29,95 

Sundog 

Entertainment 

£29.95 

Print Master 

Print Utility 

£39 95 

Major M-otson 

Entertainment 

£19.95 

Music Studio 

Music 

£29 95 

Deep Space 

Entertainment 

£34.95 

Paint works 

Graphics 

£34.95 

Star Glider 

Entertainment 

£24.95 

Degas 

Graphics 

£39.95 

St Karate 

Entertainment 

£19 95 

Degas Elite 

Graphics 

£69.95 

Temple of Apshai 



Easy Draw 

Graphics 

£149.95 

Trilogy 

Entertainment 

£24 95 

Colourspace 

Graphics 

£19,95 

Enchanter 

Entertainment 

£39 95 

Cashlink Accounts 

Accounts 

£295,00 

Cut Throats 

Entertainment 

£39.95 

Habawriter 

Word Processor 

£59 GO 

Bally Hoo 

Entertainment 

£39.95 

KWord 2 

Word Processor 

£59.95 

Essex 

Entertainment 

£44.95 

Boffin 

Word Processor 

£113.85 

Brimstone 

Entertainment 

£44.95 

Hippopixei 

Font Editor 

£39.95 

A Mind Forever 



H aba merge 

Mail Merge 

£39.95 

Voyaging 

Entertainment 

£44.95 

Kseka 

Assembler 

£49.95 

Mind Shadow 

Entertainment 

£49.95 

KSpread 2 

Spreadsheet 

£79.95 

Borrowed Time 

Entertainment 

£49.95 

PC intercom 

Com ms 

£129.95 

World Games 

Entertainment 

£24.95 

KGraph 2 

Bus. Graphics 

£49.95 

Strike Force Harrier 

Entertainment 

£24.95 

K Comm 

Com ms 

£49.95 

Flight Simulator II 

Entertainment 

£49.95 

V1. R Lite 

Spreadsheet 

£99.95 

0-Ball 

Entertainment 

£19.95 

Cornerman 

Desk Accessory 

£29.95 

Mercenary 

Entertainment 

£24 95 
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REVIEUIZ 


K-GRAPH 2 


Kuma 

£49.95 

Reviewed by John S Davison 

Here s another of the K Scries of application packages 
from Kuma, this one providing your ST with comprehensive 
business graphics and statistical analysis capability. Now in its 
Mk II version, it offers graphs and charts to suit most uses. It 
is GEM based and easy to use, so at last you have a simple wav 
to turn all that boring numeric data into- something a little 
more digestible. 

Like other members of the K Series, K-GRAPH comes in 
the obligatory flimsy packaging, containing -a single sided disk 
and slim, tutorial style instruction booklet. I found the booklet 
to be one of Kuma’s bettor efforts, but for the price it could 
(should?) be a lot better. 

K-GRAPH uses the standard Kuma installation 
procedure to produce a working copy from the supplied 
master disk. On a single drive system this requires about 30 
disk swaps to complete - not as ridiculous as some of Kuma’s 
other offerings, but irksome nevertheless. 



MASSIVE CAPACITY 


The program produces graphs and charts from data 
provided either by existing data files from programs such as 
K- SPREAD or by keying it in through K-GRAPH’S data 
editor. The usual data editing facilities are provided, so you 
can easily add, delete and change sets of data to be charted. Up 
to 20 data sets can be displayed on any one chart, and up to 80 
across all chare types at any one time A maximum of around 
30000 data points can be held in memory' on a 5l2K machine- 
so this is no toy program! In practice, though, charts get very 
messy with more than about six data sets displayed, so you’d 
probably never push the program to its theoretical capacity. 

E>ata points can also be generated from a formula supplied 
by you, and K-GRAPH has a set of 18 built-in arithmetic and 
trigonometric functions for this purpose, together with 
conditional processing facilities. You just define the formula, 
provide the range and increment for X values, and K-GRAPH 


does the rest, at least, that’s the theory - l had a lot of trouble 
getting it to work. I found the program’s error messages 
unhelpful, and the instruction booklet inscrutable in this area. 
Kuma should have included a better explanation of the 
syntactical rules and practical examples to make this feature 
more easily usable. 

A wide range of chart types can be produced from your 
data, such as line and scatter graphs’, area charts, vertical and 
horizontal plain bar charts, stacked, overlaid, or three 
dimensional bar charts, and pie charts. You can flip at will 
between different chart types for a given set of data, this being 
as simple as clicking on the appropriate icon. Couldn't be 
easier, 

CHART CUSTOMISATION 

L T p to four windows can be open at any time, each 
displaying a different chart. Size and position of a chart within 
its window is easily changed under mouse control, and you can 
design your own graph line styles and fell patterns in terms of 
pixel layout and colour. Point markers may also be used on 
line graphs, there being a selection of shapes available for this 
purpose. They can be used without the connecting graph line, 
and in fact this is how you produce a scatter graph - it’s really 
a line graph without the lines! 

Scale points on the X-axis may be individually labelled, 
permitting the use of non-'numeric items such as dates, month 
names and the like and Ehere is also a general annotation 
feature which lets you place text anywhere on the graph in a 
variety of font styles and sizes. You can draw an arrowed line 
connecting the text w ith any pan of the chart to highlight 
something of special interest. I he text block can be moved at 
any time, too, and if it has an arrow attached, the line 
Tubber-bands L so the head of the arrow remains pointing 
where it should as you reposition the text. Very neat, 

A legend box showing which line or fill pattern represents 
which data is automatically generated fo T you. This is based on 
the names you give to the sets of data, and the tines fill 
patterns you defined for use in plotting them. Again, this can 
be placed anywhere on the chart and can be repositioned at 
any time without damaging the underlying graphics. By 
clicking on one of the legends, you are cleverly taken straight 
into edit mode for the data it represents. 

Further options allow you to overlay a grid on the two 
dimensional charts, to change X and Y origins for certain 
Lvpes of chart, and to choose whether pie charts display 
percentages or absolute data values against each slice. You can 
also choose to slide out any one slice to highlight it, although a 
bug in the review copy made this feature unusable. 

If all this isn’t enough, you can even save a K-GRAPH 
chart in DEGAS format and use that package to customise it 
even more. The possibilities seem endless! 

HARD COPY FACILITY 

W hen you’ve got the chart looking exactly as you want it, 
you can print it out upright or sideways, and enlarged and or 
centralised in the X, ^ or both directions. K-Graph displays a 
representation of the printed page, with a shaded area showing 
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where your chart will print using the current settings. You can 
even slide the shaded area around using the mouse, for fine 
positioning. 

It’s designed to work with Epson printers. Unfortunately, 
there seemed to be a problem using it with my Star SG10 
Epson compatible, as yet unsolved. 1 got round it by 
transferring the file to DBG AS and printed it perfectly from 
there. 

One annoying feature I discovered with printing is that if 
you accidentally initiate it and you don't have a printer 
connected, the whole system locks up. The only way out is to 
reset and reload the program. 

K-GRAPH can save data, labels, lines and patterns 
separately, allowing the flexibility of re-using existing patterns 
and labels in other charts. This can be done at any time - even 
when a chart is being displayed. Alternatively., you can choose 
to save data and labels together, or everything for the complete 
chart. 


11 needed, there are also a set of statistical functions, 
which work on a given set of data. These include mean, 
standard error, median, upper and lower quartiles, variance, 
standard deviation, sum of squares, skewness, and kurtosis. 
And how about the coefficient of variation and quartile 
coefficient of dispersion, for good measure? Then there are 
other functions, such as maximum, minimum, and count of 
data items, and slope and intercept of the line of least squares 
best fit based on the data points provided. The coefficient of 
correlation of data points to this line is also calculated. 

Other functions require more than -one set of data 
samples., and include paired and unpaired T-tests, F-test, 
Chi-Squared test, and regression analysis, I personally don’t 
have much use for this sort of thing, but I’m sure there are 
people out there who use it all the time! 

IN PRACTICE..** 

K-GRAPH works well, apart from the niggles mentioned 
earlier. If you need a general graphing, charting and statistical 
package for your S T, and can live with these problems, then 
go ahead and buy K-GRAPH. It’s rather expensive purely for 
casual home use, but could he of great practical value for 
business, professional or educational applications. I enjoyed 
using it, and will continue to do so. What more can I say? * 


GEM "database for the 
ATARI'" ST 

PERSONAL 

Excellence at work 

New Superbase Personal is specifically designed 
to help you obtain informative and useful results 
from your data simply and quickly. All the latest 
developments in operating techniques - pull¬ 
down menus, point-and-clickmouse selections, 
and multi-choice windows make selection of 
specific data across multiple files fast and easy. 

EASY TO USE 

Pomt-and-click mouse selections. 

Pull-down menus, multiple windows to design and work with 
your database. 

Unique VCR style controls lor instant access to your data. 

FLEXIBLE 

Redisplay information by a clack of the mouse 
Up to 999 indexes per file - sort in any order 
Experiment with layout on screen without harming data. 

Amend your formats without dislurbing data already on file, 

POWERFUL 

Define complex queries across multiple files. 

Create and store frequently used queries. 

Form new database files from several, or split one file into many. 
Number and dale results instantly and automatically calculated. 

PICTURE ■TEXT LIBRARY 

Co-ordinate text and graphic images to form a picture 
database. 

Display database text and external file images on screen at 
once. 

Library your text Piles. 

• HIGH PERFORMANCE 

• SMOOTH OPERATION 

• GREAT PRICE 


AT ALL GOOD DEALERS NOW 

Distributed by SOUSItea Shop 
and Software Express Or call 
Precision Sottwae Limited 6 Pant Terrace 
hii-hui Worcester Park. Surrey KT47JZ Ter 01-330 7166 
Telex 8955021 PRECIS G Fax' 01-330 2089 
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COMPUTE! 
DO IT AGAIN! 

It has to be said that the majority of the ST books to have 
been published SO faT, with only one or two notable 
exceptions* have been re-writes of the manual with* maybe a 
few new ideas thrown in here and there, Compute!* who have a 
fine reputation for quality books, have themselves been guilty 
of this, but now comes the publication of a new series, and a 
new format which they call the COMPUTE! Library 
Selection, that looks like being the start of some excellent 
reading for the ST. 

One of the things missing so far for the ST is a collection 
tif type-in listings that helps new users get stuck in with 
learning just what their new machine can do and the first of 
the new Compute! books is just that, ST APPLICATIONS is 
a collection of twenty practical applications that any owner can 
type in with ST BASIC. The programs range from games of 
skill to "household helpers’ and on to business, finance and 
science. All will run on a 520ST or 1040ST in either mono or 
colour. There are no arcade style games here, most of the 
games require thought and skill and include such favourites as 
Knights Errant, Mosaic Puzzles and Checkers. More useful 
programs arc those for calculating loan payments and there is 
even a spreadsheet! Other, less usual, applications include 
Chemistry Rasies, a Simultaneous Equation Solver and 
Least-Squares Forecasting and there is even a program for 
Weather Forecasting! All in all, an unusual collection with 
some very useful programs that will not only teach you about 
using your ST but will also provide you with some useful 
programs. 

Another applications guide is the first in a series entitled 
ST APPLICATIONS GUIDE and this one is subtitled 
PROGRAMMING IN C. Here you have a guide which 
shows the elementary C programmer how to use C for many 
specific ST applications. Chapters include Creating The GEM 
Envelope, Creating Menus, Dialog Boxes and Graphics, 
Programming the Sound Chip and others on graphics. The 
book is full of programming examples illustrating all the 
aspects of GEM using actual programs such as a fractal 
program and a program for drawing world maps as examples. 
All the co-ordinates for the latter are provided in an extensive 



reviewed by Les Ellingham 



Appendix! There really is so much in this book that it is hard 
to know what to mention. There are over 320 pages chocked 
full of examples and explanations and anyone who works all 
the way through will have a very good understanding of (JEM 
and programming the ST in general. It does not teach C as 
such but looks to be the best book so far to explain how to use 
C to get the best from the ST. 

The final one in this trilogy of new books will appeal to 
artists and dot idlers alike, indeed anyone who has a copy of the 
Neochrome Sampler (v, 0,5) or Degas, The title is 
COMPUTE!^ ST ARTIST and the book has 265 pages 
packed with information about Neochrome and Degas, 
including much that you might never discover yourself! Most 
users will be able to work out how to use the various functions 
of the programs but there are many small features that are not 
documented, particularly with Neochrome, and the authors 
introduce several tips and tricks to enable you to extend the 
basic facilities. There is much included on using perspective 
and shadow effects and defining your own text and pattern fills 
and several, not so obvious, applications including floor 
layouts, graphs and charts, even letterheads and business 
cards! Some very clever effects include using two screens to 
produce an A4 image and cutting designs from background 
patterns. Advanced techniques concentrate mainly on 
achieving animation through colour cycling and include some 
very impressive effects. Several appendices include a 
conversion program for Degas Neo, a glossary and a round up 
of the art programs available if you need to explore further. All 
in all a cracking collection of ideas and tips that will enhance 
your purchase of Degas or turn a Tree 1 copy of Neochrome 
into one of the most interesting programs in your collection. If 
you want to pay a bit more you can also get the book with an 
accompanying disk which not only includes all of the 
drawings, programs and routines from the book but also has 
six extra Degas fonts and four fill patterns plus three screens of 
Neochrome "shapes" that can be cut and incorporated into 
your own drawings. This is one of the few times when the disk 
actually provides more than is in the book. 

All the books are in a new ? large format of 9” by 7|" in 
conventional paperback style. There are expensive, as are all 
books nowadays, but at least they look the part and all three 
arc packed with information to provide value for money. 

COMPUTE!^ ST APPLICATIONS by Brian Flynn and 
John J. Flynn. ISBN 0-8745 5-0G7-X, £15.95 
COMPUTE!^ ST APPLICATIONS GUIDE: 
PROGRAMMING IN C by Simon Field, Kathleen Mandis 
and Dave Myers, LSHN 0-87455-078-5. £17.95 
COMPUTERS ST ARTIST by Selby Bateman and Lee 
Noel, Jr. ISBN 0-87455-071-8. £15.95 
COMPUTERS ST ARTIST with Disk. £25.99 * 


5 1 Pa pf 6 - Issue 2ft 








Mike Jerviss, 

19 Portree Drive. 
Rife Perk, 
NOTTINGHAM. 


ATAEtl ST software and 
hardware, at prices YOU 
can afford Ail your ST 
requirements PLUS a 
prompt, friendly service 


Original USED software 


10 POUNDS 

Brataccas, Q-Bsll, Lands cl 
Havoc. 'HIST Fracial Genera tor, 
ST Karate,. Arkanoid. Haba-Sp-eii, 
Th«s nsurrcator. Wanderer 

20 POUNDS 

Enchanter, A Mind Fci'cvcr 
Voya-jiTjc. Faint works, Tb- Mu.vlc 
Stydic, rorbLddan Quest, Hippo 
Computer AitTianac, Sorb L, LLtlis 
Computer Feopi4. 

NEW ha 

ATARI 5E0STFM £34000 
ATARI 1040 STF ££00.00 
ATARI £20 STFM+ €430 00 
ATARI t Mea Dri^e Cl76.00 
ATARI Hard Disk Priva- CKO00 
ATARI Mono Mom* :*r £133.00 
ATARI Med Rer Monitor 0303.00 


15 POUNDS 

Super Cy.zle, .‘oLour^p-rC-is. 
M&ro&rjsj'y Eampendium, FSion 
Cbes£, Sundi&H ■ th.^ Frozen Lee-3 
cv. Tempi* oE Apshai Trilogy, 
Fiooue, Time Bandit, Storaitcter. 
Shuttle 2. Bd*n Blues. MCT. 

All udud software is complete 
with ORIGINAL riftcurnentfl 
tlon Stocks change regularly 
HO if you do not see wEial fou 
want then ring (CIR02) Z74:ifi3 

ifdw;ir© 

ATARI 5MM804 Printer £17 El00 
'.Mo KB l3«r Printer £‘2160.00 
•I'lJMANA : Mm L>i^+‘1:,:'■ 

CUM AN A S ;4« Oriw €225.00 
TRIANGLE l M*g Driv* €130.00 
TRIANGLE 2 Meg Drive €225 00 
EPSON LX66 Printer 02E0 ,'U 


What you sett is what you pay - NO ADDERS 
NEW software 


ALL new software Lb dis¬ 
counted by 20 1 on rrp For 
Gleam pie, XEVIOUS (rrp 
F24 96) my price i'.7.Q 00! PRO 
HlBITION (rrp ClH.SH) my 
price ClfiOO METROCIR03& 
frrp f!24 96) my price P?0 00. 
Ring (0H02) 2743«9 for a price 
on any new software 


SPECIALS 

Fleer Sr. Publisher €9500 
f 3 -y used i-;-r this sd, powerful ve t 
intuitlu* programji 

Superbaae Personal €7500 
(?Lmrle.tl*nibie yet full i^atuned 
database- - the best 


A)] prtoea include postage and packing Please make 
cheques or postal orders payable to MIKE JERVIS and 
post orders to M Jervis. 19 Portree Drive, Rise Park, 
Nottingham N<3b 6DT Items in slock are despatched 
lmmealat&ty by 1st Class Poster Data post for next tiny 
delivery Ore h m- h<; k rio v Uidgeti if?n ts wit I be issued 


SPECIALISTS IN 
BUSINESS SOFTWARE 


1040STF + SM125 (Mono) £627,15 

1O40STF + SCI £24 (Colour) £895.96 

520STFM £356,35 

520 STM + SF314 0/0 + SMI 25 4 1st Word £410.28 
SF314 1 Mb Disc Drive £179,16 

SH204 20Mb Hard Disc £537.56 

SMM8G4 Dot Matrix Printer £179,16 

SMI 25 Monochrome Monitor £134,35 

SC 1224 Colour Mo nitor £358.35 

SPECIALIST IN SAGESOFT 
ST ACCOUNTING SOFTWARE 

Sage Bookkeeper £112.00 

Sage Accountant £170.00 

Sage Accountant Plus £228.00 

Whatever your type of business we can install a 
complete system to meet your requirements 

specialist IN APPLICATION SOFTWARE, HABA. KUMA ETC 

Full range of software available. Educational, Government 
and Export orders accepted 

When it comes to Computers ATARI 
means BUSINESS! 

PYRAMID 

Video & Software 

1 Inside Of prey Business Computers) 

a 5 The Bridge, Wealds lone . 

Middlesex, HAS SAG MM 

01-BG124Q7 

ALL PRICES INCLUDE VAT 


Compulcr Centre (Mam Atari Dealer lor West Sussex) 
Proudly Announce!! 


Our new range of 


ST WORKSTATIONS 


The workstations come ready assembled and include:* 

2 Double sided double density N.E.C. L mg Byte disk drives, power supply (5 year 
guarantee) all leads including mains plug. There is also a bracket to allow the 520 ST 
P.S.U. to fit in the workstation! 

No more untidy leads -—-— 

and itnwRr timnliot" Pack i. Workstation complete £249.95 

ana power supplies- Pack 2, Workslation, 52QSTM Mouse etc, £534.95 

Pack 3. Workstation, 520STM I MB RAM £634,95 

Pack 4. Wo rkslation, 52QSTM. SM 125 Mom to r £634.95 

Pack5. Wo rkslalio n, 520ST M. I MB RAM, SMI 25 £734.95 

Pack 6. Worksialion, 520STM. SC1224 Monitor £933.95 

Pack 7, Workstation, 520ST M. IM B H AM SC 1224 £ T033 95 

Many other new and used deals including 1D40ST EP.O.A. 


All prices include VAT 
Full 12 month warranty on all systems 
Complete trade in /part exchange sc Dice 
We will buy your '/ 2 MB Drives!!! 

Post & Packing:- under £700 £4,95 - over £700 £9.95 

Chips computer centre WE BUY SELL 

53 Rugby Ruad AND PAHT EXCHANGE. 

Worthing 

Sussex 

BN 11 SNB hSP 

Phone (09031 40509 24 Hours » \ 1 
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Donald Duck’s 
Playground 

Sierra 

£ 24.95 



l An action packed game about change making for ages 7 to 
11 \ I hate Donald Duck's Playground! Not that the program 
is bad, it’s just that lam not sure I like the thought of 7 to 11 
year olds being smarter than me! Seriously though, in a time 
when everybody seems to complain about the lack of good 
educational software, this one is a real cracker (or qu acker? 
Groan!), 

The game is designed to teach children the concepts of 
logical thinking, shape, colour and letter recognition and the 
use of money in a society that requires you to understand that 
nothing is for nothing and that hard work brings its rewards. 

It succeeds admirably in its aims and is packed with a number 
of well thought out scenarios that must make some impression 
on any child who plays. As with Winnie The Pooh (reviewed 
in an earlier issue) the hand of Walt Disney is evident in the 
understanding of children. 

Starting from the beginning, you have the choice of three 
levels, beginner, intermediate or advanced, but be warned, 
even the beginners level is not too easy (play it while the 
children arc not looking!), Donald passes through the 
appropriate gate and emerges in the high street where there are 
four workplaces in which to earn some money. These are 
McDuck Airlines, The Produce Market, The Toy Store and 
Am quack Railroad. Each has a choice of working a shift from 2 
minutes upwards but they all feature different skills and will 
take time to master. At the airport you are a baggage handler 
and must sort baggage from a conveyor into the appropriate 
truck for its destination. This involves checking a three letter 
code on each passing package and recognising the 
corresponding truck. With the conveyor continually moving it 
is quite hard! In the Toy Store you must put toys on the 
shelves by recognising similar toys and placing a ladder so that 
you can climb up and put the toy in the right place. An 
additional problem is the train passing by from time to time 
which, if you are not careful, will dislodge the toys you have 
put up and so reduce your earnings. The Produce Market has 
more of an arcade element requiring you to catch produce 
thrown off the back of a truck and find the right box to put it 
in, Finally, on the Railroad, you must pick up packages from 
certain stations and deliver them to others by changing a series 
of points. A real challenge to logical thinking, this one! 

Whichever job you choose, at the end of your shift you go 
to the Payroll office to pick up wdiat you have earned. The 
money is counted out in appropriate coins and your total 
earnings increased. You may now- go back and work some 
more or find somewhere to spend some of those wages! 

On the other side of the street are three shops where you 
have a choice of stems to buy. Each item has a stated price and 
a description which needs to be read carefully because some 
items arc much more useful than others, especially if you warn 
to have the most fun in the park! After chcxising the item you 
want you must pay the shopkeeper, you are not allowed to 
leave or buy more without settling your debts. Paying involves 


Too clever for Les Ellingham! 

going up to the till and counting out either the right amount or 
tending a higher amount and working out how to get the 
correct change. A nice lesson in paying for what you want and 
understanding how to count up the right amount or check that 
you have the right change, Once you have got it right your 
purchases are automatically delivered to the park. Guess 
where we are going now? 

After all that work, it's about time we had some play, so 
off to the park. This is the Playground of the title and to get 
the most fun you will need to have worked hard and bought 
some of the right things. There are many tantalisingly 
interesting things in the park but you may not be able to use 
them without the right accessories. The park lies across a 
railroad and* ail credit to Donald, he stops and looks both 
ways before crossing but it might have been wiser to have 
some gates or no railroad rather than encourage children to 
cross railway lines, however much they stop and look. Anyway 
there are lots of things to do in the park and many more 
challenges. You will have to work out how to use most things 
and will certainly need to go back to the shops to buy more 
equipment. In all probability you will have spent all of your 
money and will have to go back to work again. Another lesson, 
this time in economics, perhaps it is better to keep something 
back in case you need it? 

Donald Duck’s Playground will last for a long, long time 
and with parental guidance cannot fail to have some beneficial 
influence on a young child. Almost all of the concept and 
design is excellent but there are one or two criticisms, 
Certainly I felt that the control of the character is 
unnecessarily difficult, especially with a mouse, and might well 
defeat a child that is good at thinking but not necessarily that 
dextrous. A great pity because the aim of the program is to 
encourage positive thinking and not to produce another 
"arcade junkie’. The other point is that better use could have 
been made of the graphic power of the ST. Each scene is 
loaded in from disk, as with other Sierra adventures, and this 
makes the action extremely slow, especially when you finally 
get on the rocket slide and have to stop halfway down for the 
bottom half to load! Donald Duck’s Playground is not a huge 
area and most of it could be loaded in and scrolled. 

Criticisms aside, this is probably one of the few, and one 
of the finest, educational programs filling the gap that seems to 
exist for the over fives. If you have children, you really should 
consider buying this. It is fun, educational and may just help 
your children understand all the complexities of later life a 
little better, 

Donald Duck's Playground will run in Colour or Mono 
and uses joystick, keyboard or mouse. Many thanks to 
Software Express in Birmingham for supplying the review 
copy, * 
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VIP PROFESSIONAL 

THE POWER OF LOTUS 1-2-3 ON THE ATARI ST 




INTEGRATED 

SPREADSHEET 

DATABASE 

GRAPHICS 

WITH 

LOTUS 1-2-3 

COMPATIBILITY 

£199 

(+VAT=£228.85) 


LOTUS PLUS GEM’ 

Probably ihe most impressive program to have been rel¬ 
eased so far for She Atari ST range, VIP Professional is an 
extremely easy to use r integrated spreadsheet database 
and graphics program which is identical both in features 
and commands to Lotus 1-2-3 ,u . To give you the best 
program possible on your Atari ST, VIP Professional integ¬ 
rates the three essential applications ol Lotus 1-2-3” with 
the smart face of GEM, The same spreadsheet analysis,, 
information management and extraordinary business 
graphics are all combined in one easy to learn, affordable 
package What's more, VIP Professional not only has a IP 
the features of 1-2-3 1 *, you can also type the same comm¬ 
ands to do the same things. Or, better still, you can use a 
mouse lo make it even simpler! VI P requires only one disk, 
drive to operate and also works with a hard disk drive. It is 

compatible with both monochrome and colour systems. Probably the most surprising 
feature of VIP Professional is not iis total compatibility wilh Lotus 1-2-3 1 ", nor its ease 
of use with the GEM environment, but its price Lotus 1-2-3 1- for the IBM PC AT costs 
£396 (+VAT=£454 25), whereas VIP Professional for the Atari ST range of computers is 
a mere £199 (+VAT=E22B,85). That's nearly HALF PRICE! 

J SPREADSHEET 

I VIP Professional was modelled after the powerful, best selling 
Lotus 1-2-3” program sit has every fealure, every command of 
I that program In Jacl, the experienced 1-2-3'* user will feel 
I right at home using the same keystrokes. Bur this version 
I is made even easier to use by adding tire user friendly 
™ Fata of OEM, so rhe beginner can use it right away. If you 
want to do your home budgels, financial planning, or sophisticated 
business inventory control or budgel mod&llifig, VIP Professional will lit 
the hill And you can freely use 1-2-3” or VIP Professional liles created on 
other computers in VIP Professional on your Atari ST. And Professional is nol 
only flexible, it's powerful too, with a full 6.192 row by 256 column worksheel (o 
use with up la a massive 4Mb of memory. (Note: Lotus 1-2-3” has only 2.Q4B rows) 

JA DATABASE 

■r® VIP Professional Includes a powerful data manager to arrange, store and analyse 
m jW your important information. It can he used to slore your borne or business r&cords 

and do extensive searches, sorts and comparisons. 11 allows up to £19? records, with 
up to 256 fields and queries and 266 search criteria. The database manager can be used 
I m conjunction with the spreadsheet commands lo add greater power Lo Ihe database facilities 
including sorting specific ranges o< the database. You can also specify how you sort files, from the 
highest value lothe lowest value for from Ihe lowest lo the highest), or alphabetically (forwards or backwards). The 
graphics part ol VlP Professional can be used to show trends in the database or other information. With its powerful 
statistical functions, it has almost limitless power 

3 GRAPHICS 

VIP gives shape lo your figures by letting you graph your data into six different types of graphs, in startling colour or black 
and white. Pie charts, bar graphs, 'stacked bar graphs, line graphs, scalier graphs and! X/Y graphs. You can graph yuur 
Spreadsheet or database data lo give inslanl professional presentations Your graphs will change instantly as you Change 
the data. When crealing a graph you may specify 8 main heading, a sub heading and a third title at Ihe baseol Ihe graph. 

The necessary scales can be defined either by the user or automatically created. In pie graphs, the most important 
section dI Ihe pie can be separated from the Other sections to draw attention to its importance. You may save graphs 
individually an disk For use at a later date. You can also print your graph on any Epson compatible dpi matrix printer. 


* ViP Professional has 'Instant Help' SO ybu can rind mere information instantly. 

4 VIP Calculates la a full 300 digits against Lotus 1-2-3’" which only calculates to 100. 
4 VIP allows tor £56 Query Fields against only 32 allowed By Lotus 1-2-3 1 " 

* VlP has a complete GEM interface, far easa of use. unlike Ihe taxi nl Lotus 1-2-3'", 
fi VIP al 3W5 differenl fonts and has an onr'off cel> gntf. Not found in Lotyg 1-2-3“, 

* VIP supports greater Memory and larger Spread-Chests than LdluS 1-2-3'". 

4 VIP graphs and worksheel ran be viewed together Fie charts can be exploded. 

4 vip can acoepi any .WK5 rites Irom Lotus i-a-a" without modification, 
i V|p displays all spreadsheet information in user-sizeabfe OEM windows. 

4 VIP can &e manipulated using athar tha keyboard or the user friendly nteuse 
4 VIP is Currently available lor tee AMIGA. ST and APPLE lie, lie and IIG5. _ 


OFFICIAL UK VERSION 

The official UK verson of VIP Pro¬ 
fessional has a pound {£) Sign US j 
standard part of its character set 
Other versions have also been imp¬ 
orted unofficially Irom the USA and 
have a dollar ($} sigh instead oi a E 
sign. These versions will not be supported 
by the UK distributers or their dealers Ensure 
that the VIP you buy is Ihe official UK version, not 
an unofficial import with incorrect characters 




VP Ptalraicnai is nvmin m? irom Alaii 51 Dealer* thrwighwvl ihe UK It your kOMl dvwr 
Am rei *ia«u VIP in tfp-fc. it car r» stilainrd ny null prefer ikftP Iren! kon 


Postcode 


Tq; Silica Shop Lit), Dept PSIX 0707,1-4 The Mews. Hatheiiey Road, SkJcup, Kent, DA14 4DX 

Please send me further details of VIP Professional for the ST 

Mr/Mrs/'Ms: initials: Surname: 

Address' 


IliliililMlIi 


SILICA SHOP Ltd, 1-4 The Mews. Hatherley Hoad, j 
Sidcup, Kent, DA14 4DX Tel: 01-309 1111 I 


.*k iponp^nson? made to Luiu-i 1-2-3™ are id rs.*cn ija. 


EiQE 


L 


am interested in the Atari ST 
already own an Atari ST 


□ 


























































130XE 



The problem with many ramdisk file transfer programs is 
that they are in machine code which makes them very 
inflexible and difficult to modify, especially if you haven’t got 
a clue about machine code programming. The accompanying 
program is written for the most part in Basic and will move 
selected files and programs to ramdisk at power-up. Being 
written in Basic means you will be able to alter it to suit your 
own needs . 

The program should be of use to everyone with a 130XE 
and if you own an 800 j the program will still work, but you 
will have to Jit extra memory to hold the files. If you own an 
8O0XL I strongly recommend you read the October 1986 
edition of COMPUTE! magazine } which shows you how to 
create a small ramdisk an the hidden memory. 

To use this program,, all you need to do is type it in and 
save it to disk. If you wish you can run it automatically by 
using DOS 2.5 a s SETUP.COM file, to create an 
AUTORUN.SYS file, My advice is to call this program 
RAA10VE.COM, but you can tall it what you wish, just so 
long as you use the same name in your AUTO RUN. SYS file. 


HereV a breakdown of the program, with a few 
ideas on how you can modify it for your own use, 

1 DIO - This line sets up the strings* we are going to use for the machine 
code, and various other bits and pieces required- You can change 
FILES if you wish here to a smaller number if you want to move files 
of specific size. Say your maximum file size was 4k you could 
dimension ir accordingly. If you want to move Lots of files you can 
increase the number in NAMES- Simply multiply the number of files 
you want to move by 8. Remember, 8 is the length of a filename less 
the extender, MLE$ will be reduced in size automatically, so 
remember the more files you want TO move the smaller they will have 
to be. As it stands FILES will move files up 10 240 sectors long, which 
is the largest I have. Also remember the RAMDISK is only so big, so 
make sure you don’t try to move too many files, as the program will 
Stop with an error. 

1010 * 1040- These three lines copy the small machine code program 
into CIOS, which is the most important part of this program, I got 
this routine from ’COMPUTE!* many years agn } but I'm afraid I can’t 
remember who is responsible for it - probably Bill Wilkinson, 

2020 - 2030 - To move these files, we must know which ones they are, 
so using IKS we take this information directly from the directory, If 
INS returns ’FREE’ we know we have read all the filenames, so we can 
go on and load any files we have identified, 

2040 - Here we check that the filename we have taken from the 
directory is in fact a file to be moved. 

2050 - 2060 If the test is positive we trim the edges and 

2070 - store the result in NAMES, 


LOADER 



by Rob Anthony 


2080 - Here we make sure that we arc not going to try and pack in too 
many files, If you want to increase the number of files you are going to 
load, remember to increase the value of X accordingly. If we have all 
the filenames we can fit, the program will continue below. 

3020 - Here we dose the directory and make sure we have got some 
files to move, 

303G- 3050 - This is where we decide haw many times we have to 
perform the load save routines. X is going to be equal to the number 
of files in NAMES. After performing the first load save we increase 
POS by eight, which indicates the position in NAMES of the next 
filename. 

306(1 - When all the files have been saved the program han completed 
its job. Here I load a menu program, but you can just stop the 
program if you wish, or else add some other functions Remember if 
you increase the size of the program, you are going to interfere with 
the size of files you can move, running a menu program keeps your 
Atari smart. If you are going to develop some kind of data processing 
program, then MENU could easily refer to the master control 
program, with all its sub programs and or data on Ramdisk. 

4020 - 4040 - Having finished with INS earlier, we can now use it to 
represent the filename of the program we want to load in to FILEB, 
These two lines simply take the filename from NAMES, and trim it 
into a useable filename. We tnusi now- empty FILES if we have used it 
before, otherwise we could end up with one massive file of all the other 
files wc are moving. Having done all that* we must tell the machine 
code whether we are going to perform a read or a write operation. 

4050 - Now w-e can open the disk file for reading, and show what we 
are moving. 
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1 REM ** 

2 REM * 

3 REM * 

4 REM * 

5 REM * 
b HE H * 
7 REM *3 
9 HEM 


mmummuMUHMKH i mnw i 


±3*KF HfiMDlbK LOADER 
bV 

R 00 ANTHONY 
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10 REM THIS PROGRAM WILL MOVE ANY FILE 
WITH THE EXTENDER -%O0" TO RAHDISK 
tfl A MAXIMUM OF 2* FILES 
20 REM 

i*0C RE« WHt INITIALISATION *** 
t RE H 

iDiB dim ciostiYsjeurricioie?, ins t2D) r 
NAMES11613 .FILES IFRECOS-203 
1020 FOR I-i TO 32;READ AJCIOS(IiI>-CH 
RS (A3 ;NEXT I 

1030 DATA 104,104,104,18,10,10,10,170, 


163,7,157,fat,1,104,157,62,3,104,157,00 
,3 P 104,157,71,3 

1040 DATA 104,157,72,3,32,Bfc,220,117,2 


12,1*0,0,132,213,96 


lOfaB REM 

mao BEM = = = ENDS INITIALISATION - = = 
2000 REM *H» WHICH FILES 


2010 REH 

2020 OPEN Ml,fa.O, M DJ«3 TRAP S020 
203O INPUT Hi,INS:IF IMS{5,S3-"FREE" T 
MEN 3020 

2040 ir INS (11,±23 O"DB" THEN 2030 
2050 INS-INSC3,101 

2000 IF LLNCINSICO THEN INS(LENTINS>+1 
>=■* “:GOTO 20bB 

2070 NAMES CLEM tNAMESi+ 13 =114* 

2000 IF X<£0 THEN 2030 


2090 REH 

2100 REM -== ENDS WHICH FILES =SS 
30O0 REM N+H* LOAD/SAVE FILE LOOP *** 
3010 REM 

3020 CLOSE Hi; IF HflNEii"" THEN 3060 
3030 P04=liF0R LP=1 TO X 
3040 GOSUB 4020:PO5-P05+O 
3050 NEXT LP 
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00 
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IT 
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3 060 


RUN "D 


PROGRAM 


MENU":REH 


OHIT THIS OR 


rj-t 14YJTTFT 


3070 REH 

3000 RLM === ENDS PROGRAM === 

4O0O REH *+** LOAD FILE ROUTINE «*N 
4010 HEM 

4*20 INS = "D1 i“ : INS 14) =NAME S (POS, POS + 73 
; FILE S- MM 

4030 IF INSCLEHCIHS3,LEN(INSl 1-" " THE 
N IXS“INSE1,LEWCINS3”13;GOTD 4030 
4*40 INS ELENElNSl+13.DB";CIOS (10,103 


= CHHS 173 

4050 open Hi, 4 , 0 ,ins ;2 "Loading "jins 
40*0 0 UFFS Cl 3 ="fr*: BUFFS f lftl*> -"ft" f BUFF 
S £ 23 = 6 UFFS ! MI S^USR (ADRlCIOil T 1 , ADR C 0 IIF 
t S 3 ,LEN (BUFFS ?1 

4 * 7 * BRFDTPFFK 1403 + 25 b«PEEK £411 5 0 UIFFS £ 
OKED)-BUFFS CBRED,BRED 3 :FILES £LEN£FILES 
)+ 1 >-BUFFS 

400 * IF HIS= 1 I* THEN CLOSE HIJGOTO *02 
0 ;REM FILE NON LOADED - SAVE IT! 

409 * IF MIS =1 THEN 4000 ;REM STILL A 
LITTLE MORE TO GET OFF THE DISK 
4100 POKE 193 ,MI 5 :GOTO 5020 ;REM SOME¬ 
THING IS WRONG 
4110 REM 

4120 REM --- ENDS LOAD FILE === 

5000 REM **-* ERROR TRAP *HH« 

5010 REM 

5070 MIS-PEtK£ 1 SS 3 :CLOSE HI 

5030 ? "ERROR ** J MIS i 11 HAS OCCURRED -"J 

? "PROCESS ABANDONED" l POP :STOP 

5040 REM 

5050 REM = ENOS ERROR TRAP === 

*000 PEM *** SAVE FILE ROUTIWt *** 

*010 REM 

* 62 * CIOS £ 10 , 103 -CHRS <113 !INS £ 2 . 23 = " 0 " 
*030 OPEN HI,B, 0 ,INS 

* 04 O 0 UT~U 5 R (ADRtCIO$ 3 , 1 ,ADR(FILES? ,LE 
N(FILES !3 

*050 CLOSE Hi:RETURN 


68*0 REM 

** 7 * REM === ENDS LISTING === 


40*0 - Because we are going TO use a buffer to store parts, of the file, we 
musit fill it up with inverse comma's. We can then call up the machine 
code and load in the first part of the file, The figure 1 in the arguments 
refer to the channel we arc using, so if you warn to use this machine 
code for some other purpose - say loading and saving data from a 
database - remember 10 set this argument accordingly. 


40"?0 - Now we must find out how much data we have read, and this 
information is stored in locations 40 and 41. Having done this we can 
trim the length of the buffer accordingly and tag it on to the end of the 
file. 

4080 - 4090 - IF MIS equals 136 then we have read all the files, so we 
can go off and store it on the ramdisk. If it returns 1 then we still have 
some of the files to pull off the disk* so we go back to line 4060 and get 
a little mere, 

4100 - If there arc any problems, then MIS will return an error 
number-so wc can POKE that into the error number location, 105, 
and trap to the error routines. 

5020 - >030 - Here we have the error trap routine, which is fairly self 
explanatory. 



ARE YOU MISSING OUT? 
MONITOR MAGAZINE 
IS JUST WHAT 
YOU NEED! few ' 


fijjSifts 

,/> * 


Filled from cover to 
cover with: 

m Galvanising 
Games 
• Tantalising 
Tutorials 

■ Mind-boggling 
Machine Code 

■ Lolsa Listings 
> Topical Tips 
m Realistic Reviews 
m 16-Bit and 8-Bit Coverage 


6020 ■ Before saving the file to ramdisk we must inform the machine 
code we arc going to perform a write operation. Then we change INS 
from drive l to drive 6, If you have changed the ramdisk drive number 
by altering your DOS, remember to change this number accordingly. 
60BO - Now open the ramdisk file for a write operation. 

6640 - Using the machine code wc now write the file to Ramdisk. 

6650 - Now we can close the file, and go and look for some more. 

6070-Phew! 


Send a cheque/P.O. for £4-00 ; made payable to the 'll .K, 
Atari Computer Owners Club r , for your lour issues subscription 
now. Or send £1 -3Op {which includes P&P} tor a sample copy, to 
see what the magazine offers. 

Don t delay do it today!! 


THE U.K. ATARI COMPUTER OWNERS CLUB 
E3 p o, Box 3 « Rayleigh, Essex , SS6 SLR 

Independent Liner Group 
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□-S 
DriTRDLLEI 
CARD 

THE BBSKTO* 

KEUETVM F® THE 
ATARI ME CdfHJTKRS 


□ ■H? of the moil poweHu toatLrres oi computers hke Ihe ATARI ST or COM¬ 
MODORE. AMIGA is their ability 10 run commercial software and have a range 
0 utilities m memory at the same tuns {better known as DESKTOP UTILITIES? 
With Che OS Control er Card installed rnto youi ATARI OOOXUUOXE vCw too 
can have this powerful leature and more 

DESKTOP MANAGEMENT SOFTWARE INCLUDED 
WITH THE O-S, CONTROLLER CARD 

THK SHQ SNAPSHOT PRINTEH DUMPER | W ,th shade selector) - name one 
ether b-bil or 1£-brt computer for Chat matter, chat will allow you to dump whal 
ever s cn screen 1o your prmter. all IhOSe great game screens printouts Of 
.lose masce-rpieces trom your aU packages Or screens from application sal- 
jwir e and all atlha touch ql a button with a print-gul that matches a photocopyft! 
THE PROP HAM DUMPER -when your Happy's unhappy, your Archiver wonT 
archive or your Freezer wont freeze then there s only one answer The 
Dumper The only effective way to upgrade your cassettes to disk or make disk 
1o d‘5k backups 

THE O.S. BOOT MENU using multibool menus, led up having la reboot The 
compile* to reenter the menu to load up your Software teen doing it alt over 
agamj |i the answer ,s YES then the Q S BOOT MENU is lor you, ,us 1 a press o’ 

y0u aTS r,rfiS&r " l;iLMj with a memory resident menu instantly. 
ANALYSER - a unique and very powerful disk debugging tool 
PARAMETER CUSTOM is INQ - have you ever Wished you could alter 
the 0 5 default setting^ With This feature you Can alter the master character set. 
Switch on q r off the noisy I'O [that s the terrible sggnd you hear when loading or 
saving a disk Or cassette etc) the key Click reverse flash or have a high speed 
cursor imakes editing in your word-processors Or oraphics programs SO much 
eas-Ur) alter me primary colour defaults and lock them 
40Q.raO0 OPERATING SYSTEM SAVER - this loot will allow you to save the 
□ 5 irom the WflOO Atar Computers tg create true emulators or Jransfof cus¬ 
tomised ROMS Such as OMNI MON To disk gn<f then run on vdur XL/XE 
computer 

OTHER DESKTOP MANAGEMENT UTILITIES 
DISKS AVAILABLE 

10-a» SNAPSHOT PRINTER DUMPER VER.I - get the most out Ol your 1039 
S im a r :c> I he b HQ s napshol w>th a shade se edor VER. If NOW AVAILABLE. 
AUTO-M'ENU EMULATOR - a translator with a built-in boot menu that can be 
accessed by pressing system reset 

THE SHQ PROFESSIONAL-PRINT SERIES 

SHQ PRINT LINK GRAPHICS CONVERTER - gives your graphics packages 
ike ypesetter iXLENT SOFTWARE? photocopy qualify printouts When tested 
again si leading graphics packages for the ATARI ST the ATARI B-BIT won' 
hands down 1 ’" So before you rush but and buy a laser printer just check US out 
'irsl you won t be disappointed just look at cur ad' bite 
*MO PRINT LINK TEXT CONVERTEX &HQ PRINT 
LINK NLQ ENHANCER... 

These utilities allow you to get the mosl from your printers lext modes, give 
your NLQ mode a more professional Daisy wheel etfocl finish pr if you have a 
primer with no NLQ then use Che text converter or simply use those to yet more 
Oul Of your ribbons 

Please nole thal your printer must be able to handle reverse line feeds to 
use ’he above two utility disks 


U.K, MAIL ORDER PRICE LIST 

OS CONTROLLER CARD AND SOFTWARE FOR THE 000*L 
O S CONTROLLER CARD AND SOFTWARE FOR THE 100XE 
OPTIONAL O S SWITCH PACK 

RETURN P4P+ INS IF INSTALLED THROUGH Computer house 
PLEASE MAKE CHEQUES^POSTAL ORDERS PAYABLF TO 


C69.95 
£79 95 
C9 95 
tbbd 


CompUtMtlOu** 


TEL Of ^si 12T« 




k All the Atari 8-bit news 
k Up-to-date reviews 
k Exciting features 
k Your letters answered 

And that's not all. In the action- 
packed July issue of Atari User 
youll also find: 


Give your Atari the power ol 1 speech using Leu 
Golding's Gadgets article. 

• Explore the mysterious city in Alternate Reality with 
our full-colour adventure map 

Generate hard copies of your favourite pictures - our 
utility produces perfect dumps on your 1029 printer 
Exploit the Atari's powerful graphics and sound 
facilities to the full - an exerting new series. Special FX, 
starts this month 

View more of our readers' superb colour pictures on 
the popular Palette page. 

Save The ducks from the impending hurricane in 
Quckdash, this month's type-in listing 


On safe at your newsagent on July 1 
or why not make sure you get every 
issue hoi from the presses 
by completing and 
returning the 
coupon below. 


C i3 c \ 

N o“ 6 »iA a 


t**** 0 45'’ 0 '®^ 0 ' 




Please send me the next 12 
issues of Atari User for £12 

Access/M d stem ha r ge.'E U r ocaf d ''Bar ctoyc a r d A/i sa 
Card No [ J J | 1 [ 


Expiry date 


□ rr m cmj 


Cheque/PO made payable io Aten ST User 
Name.__ 


Signed 


Address_ 


Post to: Atari User, 


ADDRESS* 14 Romlly Court, LindrMg* Road, 
Fulham, London SWO ALL 


Europe House, 68 Chester Road, Hard Grove 
Stockport SK7 5FUY. 

Phone orieti Ml ^ao 0171 Wf ft f fo Jnf , urff 

, -etowm Gold Mailbi.ii No. 72 MAG001 you, trriit cmrd nvmti*, 

Presto Kay *89 Mailbox No 614564383 full udWra„ 


AU(j^ 
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MOST 

HEART 

MATHS 

by Peter Ohlmeyer 



Teach your children or accept a challenge with this 
multi-level maths program 



Since 1 have never been too impressed with the few 
mathematical games for children that I had seen for the Atari I 
had been planning such a game for some time but it was not 
until the recent birthday of the eight year old daughter of one 
of my friends that l made up my mind how to develop what I 
fdt to be the right combination of learning mathematics and 
having a little gaming fun. MOST-HEART 
MATHEMATICS is the result of my efforts. 1 cannot judge 
mysell whether I have programmed something that meets the 
demand expressed above, however, the children that have 
played it so far were quite pleased with it and went on playing 
it again and again. 

You might be intrigued by the title of the program and 1 
don't blame you! This is because the title and all the prompts 
of the game were originally written in German and nothing 
else came to mv mind as an English version of the title than 
’Most-heart mathematics 1 , because I wanted to save time and 
the title had to fit into the space provided for the German 
version. I don't even know whether the title is English or 
whether it is nonsense! 

Anyway, type it in and play it and you will find om that it 
has quite a lot to do with mathematics and even more to do 
with hearts which, because it is written for children, play a 
very important role. 

WHAT DOES THE PROGRAM DO? 

Firstly, you have the choice between addition, 
subtraction, multiplication, and division. Secondly, you are 
asked to decide at which level - ranging from easy to extra in 
three variations - that you would like to your children’s 
arithmetic skills to be improved. 

According to your choices you are presented with three 
sets of six arithmetical problems. The answers are typed in on 


the keyboard but will not appear on screen until RETURN is 
pressed. It is important here to watch the keyboard carefully 
to make sure you have typed the answer you intended. When 
all six answers have been entered they are checked and wrong 
or right answers are marked accordingly. For every right 
answer, the ATARI displays - what else? - a nice heart. 

Wrong answers are indicated differently. If there are any 
incorrect results you are asked whether you would like to see 
the correct answers before proceeding. 

Once all eighteen problems have been solved your total 
score is displayed. If you have reached a certain percentage of 
the total score possible, you have the choice between either 
going back to the next set of arithmetical problems or playing a 
little reward game instead, 

That’s all there is to it. The program was originally 
written without the time having an influence upon the scoring 
but .1 found that this feature makes the program interesting 
even for adults who mainly over-estimate their arithmetical 
skills. Every body is so used to using their 
"Texas-Instruments 3 when calculating 4x10 and assumes that 
the answer really is 39.99999! 

Try Most Heart Mathematics yourself and play some 
rounds against an adult or even against your children and very 
soon you will be under time pressure and will make mistakes 
typing in the results that will reduce your scores considerably. 
The best choice for adults to start with is DIVISION at level 
3:EXTRA, Have fun! 

In conclusion 1 should point out that as the program was 
written for children there are many sounds in it that may not 
attract adults. I am sure that you will easily find out which 
GOSUB’s you have to omit in order not to be disturbed by 
foolish sounds when solving some of the easy or the "hearty' 
arithmetical problems. 

Listing overleaf 
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1 REH 

2 REM ** PETER OHLHEYER » 

3 REM * HOST-HEART MATHEMATICS! W 

4 REM R AMMAN - JORDAN * 

5 REH R-*---* 

6 REH * PAGE 6 MAGAZINE - ENGLAND » 


7 REM Mummmimtmtmm H wmnKBM MMN mHi M M 
B REM 

10 REH > LINES 170-290 ARE PARTLY 

ALTERATIONS OF A LISTING BY 
A.PERSIDSKY, ANTIC MAGAZINE 
LI REM > fVOL + 2-NO*7 - OCT. 19BS 
12 REM 

20 DIM RASeIBJ , RUS Ell , D$C16) , ANTS £4 3 ,D 
PS Ill,iOi$C183,TIT$(L8J , R I < 1 8 5 ,Z1CIO , 
Z2tlB),PltlBJ .P2 C1B3,F3 1163 
30 GRAPHICS 1:POKE 559,0:POKF 708.110: 
POKE 710 r L:POKE 709,214:POKE 712,1 
40 GOTO 2000 

49 REM *** THE RE HARD *** 

50 POKE 709,70:PQSITIOM 3,2:? 86j 41 th* 
reward V 4 :position 7,?:? 

60 POSITION 5,Hi? ae; 14 * 4 iP(j 

5IT10N 4,13:? &6j "REMARDSNAKE!** : GOSUB 
970 


7ft ST0T“0:SE-O:POKE 62,0;? CHR£tl253:G 
RAPliXCS 16 : POKE 559*0;POKE 71O,192:P0K 
E 752,1LPOKE 784,256 
SO ? ;? 4 M 

Yfftttffftp 1 : 1 

9® ? « 

ioo ? ; ? *■ ± 

AROUND ALL 
OYSTICK * > * 

HO ? :? 41 2 
HE BETTER! 

CORE!» 

170 ? ;? 41 3 
HE SNAKE 
CALCULATION ■ " 

130 ? : ? 11 4 . THE SNAKE MOVES FASTER 

AFTER EACH LAP Y0U 4 VE FINISHED * 14 

140 ? j? ■■ 5 * AND MON HAVE MUCH FUN A 

no - atoH 

ISO ? :? “fffTVTYVffYVVVttff*VfTfTtVVF 

O Mf Tl t f00 0 ®!^ poke 059*34 

160 IF PEEK<53279) 06 THEN 160 

170 7 CHHS(±259!POKE 752,1:RN-1 

ISO S-PEEK£869+Z56KPEEKC899 


PFTEPS RtHARD SNA V 


YOU MUST MOVE THE SNAKE 
OBSTACLES USING THE J 

THE FURTHER YOU COME, T 
THE MORE POINTS YOU S 

AFTER THREE LAPS WITH T 
YOU HAVE TO RETURN TO 


190 POKE 710,192; AA~S + 4€ie 
200 ST=STICK(09;? 

210 POKE AA.64:AA=AA-1»CST=11J+1»CST=7 
3 

220 R=S+680+XNTC4O*RNDC199:POKE R,72:P 
OKE R+i*74 

230 SP=SP + 1:IF SP>25 THEN 5P:=± I SD = SD+ 1 
:? SD*10:SOUND 0,20,10,15;SOUND 0,0,0, 
0 


240 IF SD>8 THEN POKE R+10,60 
250 IF SD>12 THEN POKE R+7,B4 
260 IF SD>16 THEN FOR M=S+B80 TO S + 919 
1 POKE H,64:HEKT M:GOTO 310 
270 IF PEEKCAA+40)<>® THEN 308 
260 POKE AA+40,0 

290 FOR M=0 TO C3 -RH3 *10jNEXT H:GOTD 2 
HO 


300 GOSUB 95® : SE-SDWlftKRN ! ? ■' Y 

OU SCORED "jSEi" POINTS! 

ONE MORE ROUND - CV/N3 ? 14 : GOTO 32B 
310 GOSUB 900:SE=SD*10KftN:? 44 THIS 

IS THE rffiT ? m "ISEJ 14 POINTS! 

ONE MORE ROUND - CY/N3 ?*■ 

320 IF PEEK£764)<>43 AND PEEK£7649(>35 
THEN 37® 

330 IF PEEK£7643-35 THEN STOT=STOT+SE: 
SP-i:GOTO 360 

340 POKE 764,255:RN = RN + 1:STOT = ST0T + Se : 
IF RN> 3 THEN 36ft 

350 SP^01SD=O:? CHRS£1253:GOTO IS® 

36G ? C HR 5 {12 j) : 7 JFOR N=1 TO 3:? ,4 WY 
MtfftffTffffff ■ 

iNEHT H:IF SP-1 THEN SP=B:GOTO 36ft 
37® ? :? ** YOU DID ALREADY 0 ROUN 


DS | ■ 1 * 

PP 380 7 « YOUR TOTAL SCORE IS **;STOTj 
" POINTS 44 

pa 3 9® ? ;? :? i For m-I to 3:? 

fftfTfT*ffTfTTffV*TtVTTm*V¥*V< 4 ;NE H T 

W:FOR M=1 TO 400:NEK T H:GOTO 15O0 
FA 399 REH MAIN LOOP *** 

KY 400 DP“1:SC-0:RD=1:EftG-ft 

TG 410 Fl-INT£RNDf03«ZlCNR)TiliF2=INTCRND 
£ ®)*ZZ(MR1+19 

VC 420 IF Nft>9 THEN FD~F1*F2:F3(DPI=FD/FZ 
:Fl=FD:OPS=CHR$<26+128J:GOTO 470 
UK 430 TF Nfi>3 AND NR<7 THEN IF F2>F1 IhE 
N 410 

TM 440 IF RH$= 4I A' 4 THEN F3 (DP3-F1+F2 : OP$-C 
HRS£11+126):GOTO 470 

ZT 45® IF RHf = 4l B 14 THEN F3 CDPI “F1 -F 2 : OPi-C 
HRS£13+1289:GOTO 470 

GE 460 IF RMSs'X* 1 THEN F3(DP3=F*»F2JOPS=C 
HRS <6+1269 

YJ 470 IF DP>9 THEN POSITION Pl(DPl-4,P2( 
DPJ-1 : ? Ufi i CHRS C1451 ; CHRS £144 +tDP ’1 0J 1 

■ goto boo 

KD 4B® IF DP>9 THEN 5®B 

KN 490 POSITION P1<DPI-4,P2(DP)-1:? ttGjCH 
RS Cl44+DPJ 

UK 500 POSITION PI£DP>-LENCSTRS£F199+ 1, P2 
CDP9i? H6;FI 

HR 51® POSITION PI £f>P3 ™LEN(STR$ £F2J) # PZCD 
P9+1J? tlfi i OPS ; FZ 

50 S2& POSITION PlCDPS "1, P2 fDP> + 3:? «6;* 4 
?*’ :GOSUB 900 : POKE 764,255 
AO S30 ? : ? 14 TYPE IN YOUR RESULT AND- 

*« 

DD 540 OPEN »4,12,0, 44 K f 44 
NC 550 INPUT W4;ANTS:CLOSE B4 
MY 560 TRAP 54B:RItDPI=OAL£ANIf) 

MO 57B POSITION PICDP1“LEMtSTRSCRI(DP)JJ+ 
1,P2 EDP1+3;? Hb;ANTS:FOR M=1 TO 1B0:NE 
KT H 

Dll 560 IF RD = 6 THEN GOSUB I860:? 1? 14 

NOW LET'S CHECK IT ALL ! 41 J FOR W"1 TO 
1BU:NEK T H:GOTO 600 
OZ S90 RD“RD+±:DP=DP+1:GOTO 41® 

LS 600 FOR K=DP~5 TO OP 

CF 610 TF F3 CH)-RItX9 THEN ERG~ERG + i:GOTO 
630 

EG 620 POSITION K,18:? B6 ; CHR$£41:POSITI0 
N PI IH9-“4j P2CK3 +3:? ttij'V^COSUB 95B:G 
OTO 640 

ML 630 SC-SC+IOIPOSITION R,10:? Q6;CHR$(i 
313 iPOSITXON Pl£K»-4,P2tK3+3:? B6;-[l 44 : 
GOSUB 910 

FH 640 FOR H=I TO 30 % NEHT M;NeNT K:IF ERG 
<6 THEN GOSUB 1700 

TJ 645 ? :? " SHALL HE CONTINUE - CTT1 

GB i »* 

CF 650 IF PEEK£532793<>6 THEN 050 
AL 560 IF DP-18 THEN ? J? '* 

":PZ = INT f £SC/1809*1003 :GOTO 700 
MK 670 RD-1!DP=DP+1:ERG=0IGOTO 1400 
SC 699 REM *-*+* CALCULATION RESULTS *** 

UF 700 POKE 706,70; FSC —SC^tDIF : POSITION 1, 
3:? «6; 14 ?»m you good? 44 : POSIT ION 0 

,4:? n&; 4, mna iuu i NmnmmHHiHT iiB« 41 
ND 710 FOR M=s TO 16:POSITION 0 *M:? B6;"» 

B'*: HEKT IMPOSITION 9 
,7:? P6;“you' r : POSITION 9,9 
El 720 ? B6 : "sot 14 : POSITION 5,11;? tt6;FSC| 

,l poi nts M : POSITION 4*13:7 86 ; 44 £■■; PZ; 11 
perc ent> 14 

KH 730 IF SC>160 THEN LOBS=“ 

4 *:GOTO 790 

I» 74ft IF SO 140 THEN L0&$- Ife 
■ p : GOTO 790 

KN 760 IF 5O120 THEN L0B5= 4P 
44 : GOTO 790 

GG 760 IF SO 160 THEM LOB$ = 41 
*• ;GOT0 790 

RE 770 IF 5000 THEN LOBS = 4 * 


01 Jj| ! J-fULNi 
Li T'LTI 


60 
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"JG0TO 798 

6N 780 KT5--fJiMSB 

UH 790 FOR M=i TO SlPOSITIDN 1*18:? tf h ; L 0 
05 IFOR Mk=l TO 30:SOUND ©*5*HH*10,I6:H 
EKT HWlPOKT 711,17tl6tk 
CO 000 NEKT H:POKE 711*214iSOUND O.e.Q.O: 
TITS—"' ":IF 5C>130 

THEN POKE 764*255iG0TQ (I4B 
SB 016 ? I? ** ONCE AGAIN ? “ (Y7* 

) 7 ■■ 

G5 828 IF PEEKC764) 043 AND PECK (764) < > 35 
THEN BZ0 

OP SZ5 IF PEEK £7643=35 THEN A IIS-1 : GOTO IS 

OB 

IH 010 GO SUB 070 SPOKE 700,214:POKE 709,11 
O:POKE 711*70:GOTO 1130 
HE 340 7 J? " DO YOU WANT A HEHflHB ~ CY 
/«}?“ 

MCi 050 IF PEEK(764)<>43 AND PEEK ( 764 1 <> 35 
THEN 0S0 

KL 060 IF PEEK 5 7 641= 43 THEN GO SUB 870:GOT 
O 50 

YR 065 GDSUB 070:GOTO 1130 

HU *70 POSITION 1,1:? B6JTIT5(POSITION 1, 
Z:7 1t6J TIT* 

KY BOO POSITION 9,7!? B6; ■■ "(POSITION lj 
I:? 06 ;TITS:position A,17s? «8;TIT$:PQ 
sitIon 1*10:7 Tj6*T1T$ 

02 090 ? t? " 

'■: DP-0 : RETURN 

LC 090 HEM **» ODD SOME SOUND *** 

AF 900 FOR TQW-1 TO 25: SOUND 0 1 lON^TON, 10, 
10 I SOUND 1, 8*T0N* 10i 10 ! NEKT TON ! SOUND 
0,0,0,0:SOUND 1,0,0,0!RETURN 
HJ 910 RESTORE 940 

00 920 REAP 0 i IF 0= 256 THEN SOUND 0*0*0*01 
!RETURN 

10 930 SOUND 0 * B* 10,10lFOR H=1 TO 10sNEKT 
Hi GOTO 920 

WU 940 DATA 53,64,60,53,64,81,256 
HH 950 FOR TON —15 TO 8 STEP —11 SOUND 0.5, 
O* TON: FOR 14=1 TO 3 : NEKT H: NEKT TON 
RR 960 SOUND A,0,0,0:RETURN 

HD 970 FOR H=5BB TO 1 STEP -2:SOUND 0*H7Z 
,10,10!SOUND I,H*14,14!POKE 7BO,M/Z:NE 
NT H:SOUND B,O,O,0:SOUND 1,8,0,8 
UH 980 POKE 708 , 1.18 : RETURN 
OP 999 REH *** TITEL *** 

DM 1080 FOR *4=0 TO 19 : POSITION **6 j ,1 

n* 1 : position n, 4:? n*;"a ":position h, 19 
:? B6position e,H:? it6; n r 
OH 101O POSITION 19* Ml? SO J "tt" : NEK f H 
IP 1020 IF S«=l THEN SR=01RETURN 
KZ 1030 POSITION 7*8i? «6 * "BtWBmB" i FOR M= 
5 TO 14:POSITION B6;CMRS£3J:NEK 

T H 

OS 1040 POSITION 4,131? H6 J "800080000080"' 

:POKE 559,34 

JE 1050 DIM NAM$£20):MANS-" 

HH 1060 FOR H=1 TO 15:FOSlTlOH 3,2:7 «6;N 
AMS CH*H+13) ;SOUND ©,250-H*14,10,14:SOU 
MO i* HH14,IB,12:FOR H±=l TO 15;NEKI HI 
YD 1070 NEKT H: SOUND O , 0 , O , O : SOUND 1,8,0, 
ilFOR 14=1 TO 501NEKT M 
TG 1800 POSITION 7*0:? B6 * i FOR H= 

1 TO 50:NEKT H 

SH 1898 flTS^'HOst-hparttf^iFOR *4=1 TO 10: 
POSITION 5,11:? B6;TITSEl*M):TQN=ZB:GO 
SUB 1120:NEKT W:FOR HH=1 TO 50:NEKT HH 
TF 1100 TITSl' mWJLHBB * 11 : FOR H=i TO 12 
:POSITION 4,13!? B6$ TITS£1,H) :TPN=30:G 
OSUB 1120:NFKT H 
ZU 111© GOSUB 970:GOTO 1130 

FU 11Z0 SOUND O,TON,1Z*14;FOR TT=1 TO 10! 

NEKT TTlSOUND 8,O* 8* 8:RETURN 
MX 1129 REM *tHt WHICH ONE *HFW 
DR 1130 POKE 70S,214:POSITION 3,2:? B6j"p 
lease choose! "tPOSITION 6**:? «6;" 

"JPOSITION 9,7!? B6f" ” 

IM 1140 POSITION 4*9:? B6 J'*S=+ + + ++ + +++ ** 

J POSITION 4,11! 7 «6j**a=--- " JPO 


SIT ION 3,13:7 u6 * * * 3“A && *» 

KE 1150 POSITION 4,15:7 H6 * **H= ; : ! ! i ! ” ! POK 
E 7O9,lia:F0R H=1 TO 100:NEKT H 
RR 1160 TITS="ad4ition -*:FOR H=1 TO 9!PQS 
IT TOM 6,9:7 06JTITS Cl,HI :TON-50;GOSUB 
1200:NEKT M 

OH 1170 TIfS = * , 5UbtraCt":F0R H=1 TO 0SPOSI 
TION 6,11!? tt6; TITS (1, H) ; TON = 60 ! GO SUB 
1200:NEKT M 

SE 1180 TIT5 = "will ti pi V 11 : FOR 14=1 TO 9 : POS 
ITION 6,13;? »6jTITS Cl*M3 :T0N=701GDSUU 
1280:NEKT H 

UE 1190 TIT$: i, *JiViJt":FOIl H=1 TO 6:P0SITI 
ON 6*15:? 1*6 * TITS <1 * H) : TOH=fl0 : GO SUP 12 
OOiNEK T H:GOTO 1210 

All 1200 SOUND O, TON* 10,10! FOR TT = i TO 1© i 
MEWT T T!SOUND 0,0,B.0:RETURN 
HD 1210 POKE 764*255:POKE 752,1J7 !? " 

PLEASE PUSH ONE tKBH3B ' " 

OZ 122© IF PEEK £7645 —63 THEN RWS = "‘A“: RA$ = 
M 0-add i t i on ■*: RF = 6 : 2D=0 r GOTO 130© 

OF 1230 IF PEEKC7643-21 THEN = lRAi = 

• , Q^su^bET^a^:1: ,, ': RF=3 : 2D=» : GOTO 130© 

SI 1240 IF PEEK £764) =1S THEN RN^^ ll C l *iUft$ = 
‘■S-Multiply •»: RF=6 : ZD=© :G0TO 1300 
HH 1250 IF PEEK £76*3 =5* THEN RHS="t>*' l RA$ = 

“ B-divide 4l :RF = 9:ZD-l tGOTO 1300 
JD 1260 IF PEEK £764) 063 AND PEEK £764)0 1 
6 AND PEEK C764X721 AND PCEK E7G4X>50 
THEN 1220 
PL 1270 GOTO 122© 

KA 1299 REM **« DIFFICULTY »** 

EZ 1300 POSITION 3,2:7 ttGj'* t*i f f it ult|f 

M f POSITION 4,6:? H6J It AS: POSITION 3*9! 

? »6; M 11 

MO 1310 POSITION 4,111? 06:" " t 

POSITION 4*13:? U6;“ 2- inJ5lllir ** I POS 
IT10N 4*15:? no; 1 * 3-CTID1 *• 

K« 1320 POKE 764*255:? J? " PUSH 

one i;iu;n < ;i! 

PL 1330 IF PEEK (7643 ~31 THEN DIF=l:D*= 41 
M B " : GOTO 1360 

OP 1340 IF PEEK (7641=30 THEN DIF=2:0$=< 1 
ir jittn" 11 : GOTO I300 

on 1350 IF PEEK (764) =26 THEN PTF=3 :&$='» 

11 : GOTO 1380 

HO ±360 IF PEEK (764) <>3I AND PEEK £764) 0 3 
0 AND PEEK £764) 026 THEN 1338 
OH 1378 GOTO 1330 
MG 1380 NR = RE +-DIF t LIM=4*tDIF 
DT 1398 ? ; ? 

“IFOR M=1 TO 100:NEKT W 
KH 1399 REM »»» PLAYFIELD «»» 

PP 1400 POKE 708,0:POSITION 4+70*1:? «6;C 
HRSC145J JCHR$C152);CHRStl34) 

KY 1410 IF RHS=* , D“ THEN POSITION 8*1;? B6 
;RAS£4,11):POSITION 3*2!? tt6;D5:GOTO 1 
430 

MI 1420 POSITION 7,1:? B6iHA$ (3,11) SPOUT 
ION 3*2:? ttfi;DS 

GU 1430 FOR H=1 TO 18 POSITION H* 3! ? 1*6 j" 

H":NEKT H:TOR K=4 TO 9:POSITION 0* WT ? 

ne f "xr.xxKxuKr.y.r.KxnxKr.r.xK": neht h 

MI 1440 FOR H=I TO 18;POSITION H*10:7 S6) 
* fe tt*<:NEHT H 

SF 1450 FOR 14=11 10 16:P0SITI0N 0,H:7 tt6; 

••KKKKKKnXKKKXXaxXKr.XX'*! NEKT M 
ES 1460 FOR M=1 TO 18:POSITION M*17 I? H6* 
“TT^NEKT H: POKE 18*0:P0KE 19,8 
ZG 147© FOR H-5 TO L4:POSITIOH H*19:? H6; 

CHRSC133):NEKT H 
NL 140© IF DP>i THEN 418 
PI 1490 GOTO 408 

KD 1499 REM TMMF FINAL RESULT *** 

SJ 1580 ? ll, K il ; POKE 02,2 s POKE 752,1 tGRAPHl 
CS 1!POKE 710*1:POKE 709* 214:POKE 756* 

A:POKE 764*255 

FF 1510 SR=l:GOSU0 leBOiPOKE 752*1!POSIT! 

ON 4,2:7 P6 11 i POSITION 4, 

9:? «6;"Math p *; « 

continued on page 63 
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HELP WANTED 


HRLPSi Can you convert the GoJdump 
Option on PAGE 6’$ Mandlebroi Sei disk 
DS#4 io work on my 1029? Please! Thanks 
and a token offered. J.D. Collins, 92„ Grove 
Hil3 5 London, E18 2HZ- Td. 01 989 1277 


PEN PALS 


PEN PALS WANTED; Anywhere in the 
world to swap hints, tips etc. All letters will 
be answered. 1 have an Atari 800XL, 410 
recorder and 1050 disk drive. Please write to 
Vic Terryj 116, Dunlop Point, West 
Silvcrtown, London, E16 2AJ 

FROM HOLLAND: 1 would like to get in 
touch with users, a]] over the world, 1 have 
an 8D0XL and a 1050 disk drive. Please 
write to A sing Ku, Arnhemseweg 9, 3311 
NN Amersfoortj Holland 

FRDM PORTUGAL: To all proud owners 
of the best 8-bit computer ever made! I am a 
Portuguese owner who would like to contact 
other users and exchange information on the 
Atari, f own an 800XL, 1050 disk drive and 
1010 recorder. You can write 10 Antonio 
Jose Mendes Dus Santos, No 41, Lauradio, 
2830 Barreiro, Portugal 

HELP!; I am a heavy metal Atari joystick 
freak and adventure maniac. Please write lo 
me, Disk or cassette.. Write to John O’Neill. 
23, Mountain View Park, Rathfarnham, 
Dublin 14, Ireland. 

PEN PALS WANTED: 1 have a 520STM 
and a 130XE with a disk drive. Please write. 
All letters answered. J.P. Marshall, 88, 
Southchurch Court, Clifton Estate, 
Nottingham, NG1I 8HS 

OUTER SPACE?; I am scouring the 
Milky Way galaxy to swap hints, tips and 
other such matters. Only Earth dudes will 
receive a reply, no E.TPs, Mr P J. Coulson, 
207 Harrowby Lane, Grantham, Lines. 

NG31 9HG, U.K. EARTH 


EOR SALE 


850 INTERFACE; In minr condition £75 
om.o. Modular Technology 5021 modem, 
300 baud full duplex, upgraded to J200 
baud full duplex as well (switchahle) £200 
o.n.o. Telephone Paul on 0602 817919, 
evenings 

MAGAZINES; lots of Atari magazines for 
sale including early issues, PAGE 6, 
Monitor, Atari User, Please phone with 
offer. Will sell separately, John Parkinson. 
Tel. 01 397 4406 

800 SYSTEM; Atari 800 (48k), BASIC 
cartridge and manuals (all as new] £45, 
Atari Assembler Editor cart, and manual 
£15. C.S. Rev, B OS card for 800 (not 
suitable for cassette users) £5. Derryck 
Cmker 0923 673719 (Watford) 


FOR SALE: Crofton B&W TV camera 
£75. Fastchip ROM for the 400/800 £12, 
Speech Symh for 6502 micros £29. Original 
cassette adventure games £3.50 each. Tel. 
R,W, Hearn on 0502 66026 

WS4000 MODEM; Miracle Technology 
WS4000 Modem. Brand new, still in box, 
never opened- My wife bought me one for 
my birthday, little did she know there was 
already one on its way!! £150. Please contact 
Paul Weakley. Tel. 0934 414228 (8,30- 
5.30) or 0934" 518400 (after 6.00 p.m.) 

1029 PRINTER; Almost as new , 1 am also 
searching for Pen Pals for the 3 bitters. 
Please write to me. Yves Ta 1 boom, 

Lindenscraat 19, 2650 Boom, Belgium 

ANALOG MAGAZINE; Mint condition 
and bound. Editions 11,12, 14, 15,16, 17, 
18j 20 to 46 inclusive (33 issues) plus 
ANALOG Compendium covering the best 
from issues 1 to 10. Original cost Over £100, 
First offer of £50 secures (buyer collects), 
P.J. Wolski. Tel. 0245 441258 (Chelmsford, 
Essex) 

COMPLETE SYSTEM; Atari 800 48k 
computer, 1050 disk drive, 1027 printer, 410 
recorder (original manuals boxes), 2 
joysticks, VisicaLc, Atari Writer and much 
other software- PAGE 6, Monitor, Atari 
User, YOUR COMPUTER and other 
books, dust covers. £250 the lot or will split. 
Buyer collects. Td. Peter Ingle, (Hastings) 
0424 720321 

SF354 DISK DRIVE: Almost new, £85, 

810 disk drive £90. Uturnon and 80 column 
chips for XE, £65. All back issues of 
- Analog Antic, Offers. Td. Ewen Brute on 
031 557 331 I 

SYSTEM EOR SALE: BOOXL, 1050 disk 
drive and 410 recorder, all boxed and 
complete with XMM801 printer, all with 
manuals. Touch Tablet, IVakball, 2 Atari 
joysticks, complete set of PAGE 6 public 
domain disks I - 44, books and magazines. 
Many cassette games, disk and ROMs 
(including Ass Editor), All for £399 o.n.o. 
Call Alan on 0344 56814 after 6 p.m. Can 
deliver in South England, 

SYSTEM EOR SALE: Atari 800 
computer, 3 010 cassette, 1020 printer, 
light pen and software, joystick, lots of 
games. Complete with all manuals, 
transformers etc. Please write for full details. 
Gareth Marlin, 8, Springfield, Rlackhorse 
Avenue, Dublin 7, Ireland 

XL SYSTEM: Atari 800XL, 1010 recorder, 

1050 disk drive with US Doubler* 1027 
primer, Touch Tablet, business and games 
software. £275 Tel. 04446 44788 (Sussex; 

ST FOR SALE; Atari 520STFM complete 
with internal 1 meg drive and 46 disks, 
micros witch joystick. Excellent condition, 
still under guarantee with boxes, bags and 
Centronics printer lead. Must be seen to be 
appreciated. Only £400, Td, 021 328 4980, 
ask for Laurence, 


MAGS AND BOOKS: Your Atari 
Computer £7. Atari Basic £5. Complete set 
of Atari User magazines. Offers to Sheffield 
461430 (evenings) 

MAGAZINE HACK ISSUES: PAGE 6 
issues 3 to ] 8* Monitor 4 to 12, I O 
magazine 2 to 5. What are (hey worth? Tel. 
0245 72572 after 6p.m. 

MONITOR FOR ST; Hantarex HX 12” 
green screen which runs from the RGB 
output of a S20ST. Very clear medium 
resolution display and ideal for word 
processing (includes connecting lead worth 
£15!) Ring 01 771 9115 after 5,30 p.m. 

FOR SALE; 80OXL, 310 disk drive, 1010 
recorder, joystick, books, Atari User (every 
issue to date), computer desk, some cassettes 
and disks. AH in good working order. 

Reason for sate - 'need the brass'. All for 
£150 o.n.o. (Would consider separating), 
Tel. Preston 632626 ask for Bob. 

FOR SALE: Atari 800XL with ail leads 
£30. Atari disk dri% r e 1050 with leads, DOS 
2.5, 3.0 £70. Phone Steve on 0734 582143 

SF354 ST DISK DRIVE; For sale, as new. 
Ideal second drive on STEM or 104OST. 
£80 or offers. Mark Hutchinson Tel. 0232 
621221. 


WANTED _ 

PAGE 6; Wanted - issues 1 to 6, 8 to 12 and 
14 to 18. Please phone Bob on 0702 332705 
(Southend), 

ANYTHING ATARI: Old new, working or 
not. Software, books, mags etc. Exchange 
photo, Trucks, M cycle items, books, mags 
ere. Please help. Mr D, Shephard, 98 
Western Road, Brentwood, Essex, CM14 
4SS 

PAGE 6: Wanted - back issue* 1 to 9, also 
Gyruss, Please write with price. William 
Oakley, 60, Seaton Street, Bradford, 
Yorkshire, BD3 9DP 


CLUBS 


R.L\G + ; Birmingham User Group. Based at 
the Matador pub in Birmingham city centre. 
Meetings 7.30 p.m, to 10.30 p.m. on three 
Thursdays each month. Members receive 
special discounts on mags, hardware etc. 
Club projects - 256k upgrades for 800XL’s 
etc. New members welcome, just call in for a 
chat or MODEM users give us a call on 021 
430 3761, For upgrade info contact Derek 
on 021 353 5730 

CONTACT is free of charge for private 
individuals or clubs. Entries are 
accepted at the Editor's discretion. We 
will not normally accept notices for the 
sale or exchange of disk or tape based 
software or copying devices. Just write 
your notice on a sheet of paper headed 
CONTACT and send it to PAGE 6, P.O* 
Box 54, Stafford, ST16 1DR. 


J 
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AIAKI Specialist ATARI Dealer 
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ADBROKE 
OMPUTING 

INTERNATIONA L 


33, Ormskirk Road 
Preston, Lancs. 

Tel: (0772) 21474 
Wait Order: 27236 or 
Bul/Board 6pm to 9am 


A 

ATARI 


This Company has g^en years of full support to ATARI users Countrywide from their retail shop premises at Ormskirk 
Road, Preston. Wow from their MEW Mail! Order Depot they can offer the same Excellent service to all Mail Order Customers 

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned 
goods, and all the attendant frustration are a thing of the past. All Hardware is supported by our own J QN SITE r engineers 
therefore quick turn round on all repairs is Guaranteed.. All prices quoted are fully VAT inc. and there are no ^niddeft extras' 
what you see is what you get. Prices include next day delivery on items over El50. 


13GXE Computer.£119.00 

Disk Drive.......TBA 

XC12 Recorder ...C32,Q0 




ED 

El 

1 fJjl 9Mi 

f, - 

mt*S 

S! • W 1 


m D/5 5% D/S 
D/D D/D 46TPI 


Per Disk. . .£1 99 
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Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates, Please ring for a 
quotation, All repairs carry a 90 day 
warranty, 
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Dot Matrix 

EPSON LXB6.. £240.00 

LX&6 Tractor feed-___£19.00 

L.X8G Sheetfeeder,..,...£49.00 

LQ8Q0 24pin D/M ..,,.....,,.£499,00 

Star IML10...—....£250,00 

NL10 Sheetfeeder.,,...£55,00 

National Panasonic... £199.00 
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Computers .....,....£3.99 


Monitors...........................,.,...£4.99 

Disk Drives..,,........£2,99 


Printers..................£7,99 
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We have a complete range of Software 
in stock and fully tested. 


IF IT'S AVAILABLE we have it’ 
Send SAE lor full catalogue. 


Any Software problems? Queries? 
give us a ring we usually have the 
answer 


All Printers, Disk Drives etc. supplied 

with cables etc. MO HIDDEN EXTRAS All Dedicated hooks and mays in stock 


iQ ORDER Simply send, or phone your order, stating Full Name, Address, FOR MORE INFO CALL ON THE 

Visa or Access Nos, Cheque or Money order. Make payable to Ladbroke ABOVE NUMBERS OR SEND SAE 

Computing International, 33. Ormskirk Road, Preston, Lancs. PR1 2QP. AND STATE FULL REQUIREMENTS 


MOST HEART MATHS continued 

JD 1520 POSITION 4,11!? 86 ; "snake : *■: if FS 
C>999 THEN PRl “ O ", GOTO 155® 

P¥ 153® IF F5C>15 THEN PR1~1iGOTO ±550 
RM 154® PR1—2 

PU £550 POSITION 12+PRl,9:7 tt6;FSC:IF ST® 
T>99 THEN PRZ=0:GOTO ±580 
RS 1550 IF ST0T>9 THEM PR2:=1:GOT0 1580 
SD 1578 PR2~2 

RF 1580 POSITION 13+PR2,1117 B6;STDT;STOT 
=ST0T+F5C!POSITION 9+PR-I,15J? B&jSfOT 
MO 1590 IF O U S-1 THEN AUS-0 i F OP W=1 TO SO 
01NEKT IMPOSITION 11,9:? 86 } '* M s GO 

TO 105® 

HA 1600 GOSUB 97® S? “ OO YOU WANT TO CO 
NT INLIE - IV/'KJ?” 

OM ±610 IF PEEKC7643<>43 AND PEEKC7643 03 
5 THEN 151® 

KM 1620 IF PEEK1754J=43 THEN FSC=0r? :7 : 

7 t« 

lk : GOTO 111® 

PT 1630 TF PEEK(7641=35 THEN 1650 
RG 1640 GOTO 1620 

UU 1660 ? I? " UNTIL NEXT TIME - UNTIL NF 
KT TIKE* 

FT 1660 POSITION 1,2:7 B6;" INJ J-J !! 1 !31 

Id 

ft® 1670 FOR MSB TO 13lPOSITION 2,14:7 86;“ 
until next line ! *■ t NEMT H: GOSUB 770 
US 1680 GOTO 1630 

UJ 1699 REM HHUt CORRECT RESULTS *** 

PV 1700 7 ■? " MOULD- YOU LIKE TO SEE TH 

E CORRECT RESULTS - CV/N3? 

I i 

SJ 171® IF PEEK£764)<>43 AND PEEKt764J<>3 
5 THEN 1710 

ZE 1720 IF PEEK£7641=35 THEN RETURN 
IT 1730 FOR H-DP-5 TO DP 

SP 1740 IF F 3 (K) ORl (K1 THEN POSITION Pit 


HI-LFN(STR$CF3CK33)*1,P?fKJ+4i7 W6;F3 C 
H3:GOSUB 950 

JH 1750 NEXT H:POKE 764,255{RETURN 
LIT 1799 RE M TIME FACTOR *** 

ID 1800 Tl=PEEK£203iT2-PEEK<191 
HI 1810 SEC=IKT(CT2«4.£67i+tTl/6013:TIH=T 
IH+5EC 

KH ±820 POSITION 6,19:7 ‘“TIH 

RT ±030 IF &P<1® THEN RETURN 
US 1040 FOC^IMTCCTIM/IBINIOJ/10!SCF=INT(( 
LIH/F001*101/10 
EU 185® TIK=0:RETURN 
OR 1999 REM *** INITIALIZING *** 

H V 200® fliPEEKC106)- 8TNCB=A*Z56:POKE 204, 
ft:POKE 2®6 ,224 

HC 2010 DJH CMH$£293 I RESTORE 2&5D:FDR H=1 
TO 20:RE AD B:CHK$(K1-CHRSCB3 :HEKT M 
MS 2020 O-LISR (ADR ICMMfS 3 ! FOR H~HCB+3*0 TO 
NCB+7W8-1:READ B;POKE H , B :NF HT K 
NA 2030 RESTORE 2Q90:FOR H = 1 TO 12iREAD D 
ft,DO:71(H>“Dfl:Z2CM1-&fi;NEHt K 
K0 2040 FOR H-l TO 10:READ DA, DB : P1 (Hl-DA 
TP2CHS=DBiNFMT H;POKE 756,A:GOTO 100® 
VO 2050 DR T ft 104,162,4,1^,0,177,205,145, 
203.200,208,249,230,206,230,204,202,2® 
8,242,96 

OK 2060 DA T A 54,127,127,62,62,28,8,8 
US 2070 DATA 6.12,24,60,24,48,96,6 
MK 208 & PflTft 255,255,255,255,255,255„255, 
255 

RN 2005 DATA 0,0,36,24,24,36,0,® 

MG 209O DATA 10,10,60,40,680,400,10,10,10 
f 0,90,1000,800,10,10,20,10,20,20,10,10, 
20,10,30,30 

M2 210O DATA 4,5,11,5,1®,5,4,12,11,12,18, 
12,4,5,11,5,10,5,4,12,11,12,10,12,4,5, 
11.5,18,5,4,12,11,12,13,12 * 
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Ace Atari pilot John S Davison, 
AFC, KB, JSO* takes to the air 
in a variety of aircraft. Are 
you good enough to fly with 
the best? 

Anm^pir Flight Cnniniainitfr^es^iiird lirultnjcystiik Shut OfT 
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A Spitfire simulator ought to be an irresistible program 
for the flight simulation fan. Add a good game element and the 
package should be a sure-fire winner with everyone. With 
Spitfire 40 Mirrorsoft started out with this successful 
formula well over a year ago, and the program was very 
popular on other home micros. At last, they Ve released an 
8-bit Atari version, so with great expectation, 1 prepared to 
become one of'The Few’ 

The game scenario has you as a newly trained pilot in 
your first Spitfire squadron. You must first learn to handle a 
Spitfire, and then go on to combat duty. Once into real 
combat, your experience and success in shooting down enemy 
aircraft and returning safely to your home base wins you 
medals and promotions. Who knows - you could have what it 
takes to become a Group Captain with DSQ,DFCand VC to 
your name! Your progress is recorded in a log book which can 
he saved to disk or cassette, so you can continue your career 
next time you play. 

All controls may be operated from the keyboard, with the 
option of using a joystick for aileron rudder and elevator 
control. Everything is adequately explained in the 24 page 
instruction booklet, and summarised on a separate 
quick-reference sheet. 


SIMULATION OR GAME? 


On boot up, a single sound channel plays what could have 
been a stirring march with better treatment, presumably 
betraying the program’s Spectral ancestry. Didn’t the 
programmer know the ±Atari has FOUR sound channels? 

Choice of ‘simulator’ or ‘game 1 option at this point lets 
you either fly a complete sortie, or pitches you straight into the 
dogfight stage, saving you the trouble of the scramble and 
search for the enemy. Next, you load in the pilot’s log, 
showing name, rank achieved, medals won, hours experience, 
victories scored, and other details. Following this, you choose 
either practice or combat mode which, predictably, lets you 
learn how to handle the Spitfire without worrying about the 
enemy or puts you in combat status awaiting action, A combat 
sortie starts with the order to ‘scramble 11 , giving height, 
bearing, distance and number of enemy aircraft. It’s up to you 


to find them and see them off. 

The next screen shows the runway through the 
framework of the cockpit canopy. The runway graphics are 
somewhat rudimentary, just a few straight lines against a green 
background, Inside the canopy, a rear-view mirror enables you 
to see when enemy aircraft get tin your tail. 1 he other 
prominent feature is the reflector gunsight, the grandaddy of 
the sophisticated head-up’ displays found in modern combat 
aircraft. 

Surprisingly, there’s no instrument panel displayed at this 
point. To see it involves switching to a different screen, thus 
losing your view through the canopy. The panel graphics are 
probably the best feature of the program, show ing the basic 
instruments you*d find in a real Spitfire. The instructions say 
you should be able co see the Spitfire’s control column, which 
moves as you operate the controls, but there’s no sign of it on 
the Atari version. 


INTO ACTION 


Scramble!!! Quick, start the engine!! This produces a 
noise very much like my next door neighbour’s ancient motor 
mower instead of the unforgettable sound of the mighty Rolls 
Royce Merlin engine. OK, OK, l know it can t be reproduced 
exactly, but surely a competent programmer can do better 
than this?. 

Right, release the brakes and accelerate at full throttle 
down the runway. At 90 knots, switching to runway view 
provides another disappointment. The crude runway outline is 
continually redrawn on the screen in an attempt to create the 
illusion of movement,. The result is a jerky, flickering mess, 
quite unworthy of the Atari’s capabilities. 

After take-off, it’s a case of climbing like crazy to 
intercept the enemy, using the map radar to help you find him. 
Once again, the graphics are fairly minimal and chunky, 
showing your position relative to the enemy hordes, A map 
zoom feature gives several levels of detail, allowing you to see 
your position relative to the (very sparse) geographic feature* 
of the landscape below. 

Going into map mode pauses the game, so you can’t see 
the effect of any corrective manoeuvres without switching 
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back to the canopy view and then back into map mode. 
Changing course by a specific amount involves a further 
switch to the instrument panel so you can see the compass. I 
found it necessary to continually switch from screen to screen 
to locate the enemy, which became very tedious after a while. 

TALLY HO! 

Suddenly, an aircraft appears in your rear view mirror. 
Throwing the Spitfire into a screaming turn, you manage to 
shake him off your tail, Then he's in front of you, running for 
his life, and jinking about to avoid being hit. Tally Hoi! Open 
the throttle and chase him, The motor mower chugs hinder 
and you get closer, centre him in your gunsight, and fire. You 
see a stream of bullets converge jerkily on him. He 
disintegrates and disappears, to be immediately replaced on a 
different part of the screen by one of his mates. 

The Spitfire responds well to the controls, and I was 
pleased to see the horizon tilt smoothly as the aircraft is 
banked (unlike some so-called flight simulators). As expected, 
the artificial horizon on the instrument panel follows suit, but 
very jerkily and with joke standard blockiness. Other 
instruments seem to behave fairly realistically, though. 

JUST LIKE 
THE 

FALKLANDS? 

Strike Force Harrier is another of those programs 
which aren't what they seem at first sight. Like many so-called 
flight simulators, it’s more of a combat simulator than an 
accurate simulation of jet fighter flight. I can say this for 
several reasons: firstly it has a high find shoot bomh avoid the 
enemy content, secondly the instrumentation in the aircraft is 
futuristic rather than realistic and, finally, the aircraft's flight 
behaviour doesn't look or feel quite right. Apart from this, 
though, it’s a pretty good program! 

The package contains two disks; a Summary sheet 
showing ail keyboard, mouse and joystick controls plus an 
overview of the instruments and data displaysj and a map grid 
showing your starting point and the position of your eventual 
objective. The package is completed by a small instruction 
booklet containing hints and tips on flying the Harrier as well 
as the usual program details, 

FIRST, LEARN TO FLY 

After boot-up you choose the mission type from Demo, 
Practice, Combat, or Combat Practice, and the difficulty level 
from Pilot, Commander or Ace, The two higher levels 
introduce features such as black-out and red-out of the pilot’s 
vision during high-G manoeuvres. 

The Practice option gives you the chance to learn to fly 
the Harrier without getting shot at by the enemy. Helpful 
hints on how to take off vertically, make the transition to 
horizontal flight, back to the hover, and finally to land 
vertically again are given in the instruction booklet. IPs 


After dispatching the last enemy plane you have to find 
your way home, going through the annoying business of 
screen switching again to locate your home airfield. [ found 
getting back to the airfield extremely difficult, as you can t see 
it unless you’re below 3,000 feet (because of haze, the 
instructions say), and even then, it doesn't come into view 
until you're almost on top of it. In many hours of play I 
managed to land successfully only once. As you can’t progress 
through the game without successful landings, the whole thing 
could, and did, rapidly lose its attraction. 

GOOD IDEA, POOR IMPLEMENTATION 

Full marks, Mirrorsoft, for supporting the 8-bit Atari. 

But please, next time, how about ensuring your programmers 
take advantage of the Atari's sound and graphics capabilities* 
instead of copying features from lesser machines. 

I liked the idea behind Spitfire 40, but sadly, it's a classic 
case of a great idea spoiled by poor implementation. With 
more care it could have been a great simulator instead of a 
mediocre game. I hope the upcoming ST version remedies 
this. 



difficult at first, but like most things becomes easier with 
practice, 

The screen layout is pretty standard for programs of this 
type, with the lower part displaying the cockpit 
instrumentation and the upper part showing a through the 
windscreen view with the obligatory HUD (Head Up Display) 
superimposed on it. Cockpit instruments are dominated by 
FGFTRAC (Friend Or Foe Tracking Radar), AAR (Air 
Attack Radar), Multifunction Display (showing fuel 
remaining, throttle setting, and positions of flaps, 
undercarriage, weapon inventory, etc), plus various warning 
and damage status indicators. The IIUD shows essential flight 
information such as height, airspeed, vertical speed, pitch, and 
direction. It also acts as a gun missile bomb sight and special 
homing indicator to help you get back to base. 

In fact, getting back to one of the four prepared landing 
sites is something you must learn fairly quickly, as you can’t 
refuel or rearm anywhere else. Your instruments can guide 
you to the correct locality, but final identification has to be 
done visually. Landing areas, are marked by flashing beacons, 
w r hich can only be seen from fairly close range. 

THEN, LEARN HOW TO FIGHT 

Once you've got the hang of flying the beast, the next 
stage is to learn how to fight with it. The Harrier’s offensive 
armament consists of three IflflOlb bombs, two Sidewinder 
air-to-air missiles, and 250 rounds of cannon shells. 

Weapon delivery is aided by several clever electronics 
systems, FGFTRAC is a combined map and radar display 
covering an area of one rectangle on the map grid supplied in 
the package. Map details shown include mountains and your 
landing sites. It also shows enemy SAM (surface to air missile) 
installations, and is continuously updated to show the current 
positions of active enemy tank formations, aircraft and 
missiles, plus your own flight track. 

An annoying feature of FGFTRAC is that it loses the 
map display detail if you fly across the boundary from one grid 
rectangle into another. To get it back you have to fly across the 
centre of the rectangle at 16000 feet, as FOFTRAC has to 
photograph the area before it can be displayed. This is 
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reasonable if you enter a rectangle for the first time ? but surely 
not EVERY time? If you accidentally clip the edge of the 
rectangle, you find, on re-entering the original area a few 
seconds later, that the detail has been lost and FOFTRAC no 
longer displays the position of the tanks, It’s very hard to find 
them without FOFTRAC, so it’s back to 16000 feet over the 
centre of the area again to regenerate the display. At that 
altitude you can guarantee you 1 11 get a severe mauling by the 
enemy fighters, I repeatedly found myself in just this situation, 
and it quickly became a irsaior source of irritation. 

The Air Attack Radar helps you pinpoint enemy aircraft 
and avoid his missiles. It shows aircraft and missile positions 
within a 5 mile radius and height band of plus minus 5000 feet 
of your current position. 

NOW - DO IT FOR REAL! 

When you think vim can cope try flying a real mission. 
The objective is to fly to the enemy headquarters situated 
some 30 grid rectangles away from your initial base, and 
destroy it. You don’t have enough fuel to get there and back* 
so you have to move your bases forward from their initial 
positions so they can support you. Unfortunately * the enemy is 
attacking your bases with tanks, so you have to destroy the 
tanks with bombs or cannon before a base car be moved. Once 
a base has been moved the enemy sends in a fresh tank 
squadron and the process begins over again. 

While taking out the tanks you’re likely to come under 
attack from small arms tire, anti-aircraft flak, and above 2000 
feet* surface to air missiles. Small arms fire is generally 
harmless, flak can damage your health, and a missile hit is 
usually pretty terminal! The graphic effects of flak bursting 

WELL HOW DO 
THE YANKS DO 
IT? 

Microprose are renowned for their excellent simulation 
programs and F-15 Strike Eagle is well up to their usual 
standard. The high quality extends to the packaging and 
instructions too, as the program comes in an attractive 
bookform pack complete with superbly presented ‘Flight 
Operations Manual", This not only contains operating 
instructions, but also a wealth of information about the FI5 
and air combat techniques. 

The program should really be classed as an air combat 
simulator rather than a flight simulator as it's essentially all 
about modem air warfare, using cannon and heatseeking and 
radar guided missiles, missile attack avoidance using 
electronics countermeasures, decoy flares and radar chaff and 
target bombing - rather than the niceties of flying an F15. For 
instance, you don't have to take off and land the brute, as each 
mission starts and ends with you in the air. 

MULTIPLE MISSIONS 

Seven mission scenarios (of increasing difficulty) are 
provided, covering Europe, the Middle East, and South East 
Asia. Basically, you have to locate and bomb specified targets 
and return safely to base. Unfortunately, the enemy has 


around you are really ratheT good. And unique too - I’ve not 
seen this effect before in aerial combat games. 

To find the tanks you have to get to 16000 feet so 
FOFTRAC can generate its display. This is where your 
dogfighting abilities arc needed, as you’re sure to get bounced 
by enemy MIG26 (no kidding!) jet fighters. These 
occasionally come screaming in at you for a head-on attack and 
the graphics for this are superb. No crude ware frame graphics 
here - you get the real McCoy! The MIGs fly VERY close to 
you at incredible speed - you get a big, detailed view of the 
aircraft for a split second as it flashes by. The effect is quite 
startling, and guaranteed to get the adrenalin pumping. 

For much of the time, though, the MIGs are behind you 
trying to pick you off. Your job is to defend yourself using 
chaff, flares, and good old dogfighting skills, then to get 
behind them and stuff a few cannon shells or the odd missile 
up their rear orifices, All other views you get of the MIGs 
seem to be from behind, as they jink around trying to shake 
you off. 

Once FOFTRAC has done its stuff, you can leave the 
MIGs to play w r ith themselves and get back down to low level 
tank bashing again. Incidentally, you get points for clobbering 
tanks, SAM sites, and MIGs, giving you an incentive to try 
that bit harder with each successive go, even if you don’t make 
it to the enemy headquarters, 

CONCLUSIONS 

As a flight simulator 1 found Strike Force Harrier 
disappointing, but as an air combat game it’s one of the best 
around. Its mix of action and strategy should please the game 
players, while its complexity should keep the simulator techies 
interested too. Some of its graphical effects arc startlingly 
good, but in the sound department it can only be described as 
adequate. Overall, then, a reasonable buy, but don’t expect the 
ultimate flight simulator. 



aircraft with similar weapons to yours, plus SAMs (surface to 
air missiles), and is quite keen on spoiling your little game! 


You can identify and fight off these threats by using the 
El 5’s advanced avionics and weapon systems, plus, of course, 
the superb performance of the aircraft. Get it wrong and you 
could end up with an AA-8 Aphid heatseeking missile up your 
tailpipe! At best* you’ll end up nursing a crippled, highly 
unstable aircraft back to friendly territory, Asa Iasi resort you 
can even bale our, with a 50 50 chance of escape. 

For each mission scenario the manual explains the flight 
plan, likely threats, and the opening situation. If also has a 
map of the area in which you’re operating, showing positions 
of primary targets, enemy airfields, known SAM sites, and any 
friendly bases where you can put down for refuelling or 
repairs. These maps have also been fed into the Fl5’s 
navigation computers, and are displayed during flight. 

Control is via keyboard and one or two joysticks. As 
usual, joystick I handles the primary flight controls plus 
weapons firing, while joystick 2 can take over some of the 
keyboard functions, I found the roll control rather too 
sensitive, but otherwise everything worked OK, 

COMPETITIVE ELEMENT 

On booling, you choose a skill level ranging from 'arcade 7 , 
to l ace’. Arcade is really an easy introductory level, but the 
other three levels are full simulations of progressively greater 
difficulty, with more numerous and cunning enemy aircraft 
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and SAMs, You can have up to 4 people in your squadron* 
each taking a turn to fly the missions. Points are awarded tor 
hitting primary and other optional targets* and for enemy 
aircraft destroyed, giving the simulation a nice competitive 
element. It's also possible (and easier!) to have two player 
co-operative missions, where one person acts as the pilot 
dealing purely with the flight problems. The other acts as the 
weapons officer, responsible for selecting the right weapons at 
the right time, which isn’t as easy as it sounds. 

When a mission starts you’re presented with the main 
screen of the simulation, showing the view from the F15 
pilot's seat. The top half of the screen is the view through the 
windscreen, with the horizon cutting across the middle. As 
you'd expect, the horizon rises, falls and tilts convincingly to 
any angle, in response to the F15 T s controls. The ground (land 
or sea) is overlaid with a perspective grid pattern, which 
scrolls down to give the impression of movement - it's not 
realistic, but infinitely better than nothing at all. The only 
other ground features take the form of blue triangles 
representing primary and optional targets. 

The F15 is fined with a ‘Head Up Display’ (HUD), 
which projects important flight information such as airspeed, 
altitude, and navigation cues onto the windscreen. It also 
shows the gun, missile and bomb aiming sights, and enemy 
aircraft and missile tracking boxes. These boxes move across 
the windscreen, showing you where to look to visually locate 
incoming threats. 

The bottom half of the screen contains several major 
systems, The map display shows the mission map mentioned 
earlier. You can set a cursor at any position on this, and the 
FI 5's navigation system will project course cues onto the 
HUD so you can fly directly to the pinpointed position. 

The radar screen can be set at three ranges, and displays 
all targets (and missiles) :in the air and on the ground. Above 
it, warning indicators give you early warning of incoming 
threats. 

Finally, the weapons status display shows you at a glance 

NOW FLY 
THE 
WORLD 

At last, They’re here. Sublogic’s long awaited Flight 
Simulator II Scenery Disks for the S-bit machines, that is! 
So far, 7 of a planned set of 12 covering the whole of the USA 
have been released, with the remainder due out later this year. 
There are also a few 'specials’ planned- Two of these are 
already out, covering the San Francisco Bay area and, 
surprisingly, the Tokyo to Osaka area of Japan. Cost? Around 
£20 each in the UK (Ouch! That’s expensive!). 

Fd almost given up hope of finding the disks in the UK 
until a call to Strategic Plus Software, of Hampton, 

Middlesex, established that: the San Francisco disk had 
arrived, hut then the bombshell struck! They said they 


how many bombs, short and medium range missiles, and 
decoy flares you've got left, and status of fuel drop tanks. 
There's a lot more on the screen too, but none of it includes 
‘conventional’ aircraft instrumentation, which may upset some 
purists, 

HEAVY WORKLOAD FOR PILOT 

Once a mission gels under way, you have a really heavy 
workload, even with all the electronic systems to help you. 
Your basic task sounds simple: find the target, bomb it, and 
get home. Unfortunately, there are so many other things 
requiring your attention that it’s not that easy. The worst 
distraction comes in the form of enemy aircraft. At the higher 
difficulty levels they can give you a really hard time. You have 
to use your skill and the F15’s aerobatic ability to the full to 
outclass them, especially if you w r ant to clobber them the 
macho way using the Fl5*s cannon! You can easily burn up 
the whole mission’s fuel trying to outfight one clever 
adversary, In fact, missions tend to have nailbiting endings, as 
you struggle to glide your damaged aircraft hack to a friendly 
base because you were overly optimistic about fuel usage. 

The sound effects add enormously to the realism - the 
whine of the jet engines, the roar of the afterburners, the 
whoosh of your missiles, the pinging of the warning systems. 
Yes, it’s all here. There’s even a few bars of music thrown in at 
the end of a mission to release the tension. 

The only real criticism I have concerns the graphics 
showing what’s happening outside. The ground grid 
movement is rather jerky, and horizon movement could be 
smoother, Also, the enemy aircraft are very simple outlines 
and again move jerkily. Even so, they seem to manoeuvre 
realistically. When hit by your missiles or shells, the resultant 
explosion doesn't look very convincing either - just a few 
straight lines radiating from the impact point, 

All this can be forgiven, though, because as a simulation 
the program is totally absorbing, and as a game it's got that 
magic quality which forces you to have ‘just one more go’! If 
you like simulations full of challenge, with large helpings of 
tension and excitement, F15 Strike Eagle is the program for 
you. 



couldn’t honestly sell me one as none of their stock copies 
worked properly. Instead, they kindly agreed to lend me one 
to try for myself. They were dead right - the main area on the 
disk (showing ban Francisco city and Golden Gate Bridge) 
just wouldn’t load, although the rest of the area was OK. 

A Letter to Sublogic in the USA produced almost instant 
action- They phoned me at home expressing concern that 
there were faulty versions of the disk around, as the problem 
was spotted and corrected in September last year! Just a few 
days later I received TWO disks from them by air freight, 
both of which are reviewed here. 

STAR SCENERY 

Let’s begin with the San Francisco area. Sublogic call this 
a ‘STAR’ disk, meaning it covers a relatively small area, but 
with a higher than usual level of detail. The package contains a 
single sided disk in a plastic wallet, a map showing all airfields 
and radio navigation aids in the area, a set of airfield plans 
showing airfield layout and sundry other data, and finally the 
operating instructions. Most of the paperwork consists of 
looseleaf pages and these, together with the disk wallet, are all 
pre-punehed to fit into a smart ring binder available separately 
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from Sublogic. Other disks in the series, are similarly 
presented, so you can store everything neatly together. 

The area covered measures about 75 miles by 50 miles, 
from Scaggs Island in the north to beyond San ]ose in the 
south, taking in the whole of the San Francisco Bay area. 
Eastern limit is at Tracy, about 50 miles inland from the 
Californian coast. Within this area there are 16 airfields, many 
interesting topographical features, p]us radio navigation aids 
to help you find your way about. 

A few years ago I worked in the San Jose area for a while, 
so I know the area covered by this disk quite well. Many of the 
features I remember do actually appear here. The main 
attraction, of course, is San Francisco itself. I was 
disappointed to see so few buildings represented, but then 3D 
manipulation of a whole cityful of buildings would probably 
require the power of an IBM 3090 600 mainframe! The 
spectacular Transamerica Pyramid is included, plus about half 
a dozen lesser buildings. There's no detai.1 shown of the port 
area, but the island of Alcatraz is there, complete with its 
infamous prison building. 

The star of the disk (no pun intended) is undoubtedly the 
Golden Gate Bridge, although I wish Sublogic could have 
painted it the right colour! Both this and the nearby, S mile 
long. Bay Bridge are in full 3D representation, so you can fly 
over, round, through, or under them if you feel so inclined- In 
contrast, other bridges at the southern end of the bay are little 
more than single lines marking the bridge position. 

Going further afield, there are other 3D features waiting 
to be discovered - like the three giant hangars at Moffet Field, 
a naval air station near Palo Alto, and the control rower at 
Livermore airfield, the first I've seen in this simulator. Many 
major roads and mountains are present and can actually be 
identified by name if you have a proper map of the area. 

During my exploration I discovered an unexpected 
bonus. The area actually covered is much, much bigger than 
Sublogic’s map show’s. In fact, it includes the same area as that 
on the newly released ST version of Flight Simulator II, 
covering about 250 miles north to south by 200 miles east to 
west. All the airfields and radio aids seem to be the same too - 
that’s a total of 47 airfields and countless radio beacons! The 
instructions say the extra area is included to give a smooth 
transition from this STAR disk into adjacent areas on other 
scenery disks. Apparently, you"re not actually intended to use 
iti 

JOURNEY THROUGH JAPAN 

The Japan disk is packaged similarly to the other, but has 
one fascinating extra. This is a sheet of 'approach plates’ 


showing the standard instrument approach procedures for 
seven of the major airfields. For instrument flying freaks this is 
really something! There are, however, no instructions on how 
to use these complex charts, so if you don’t understand them 
already, they’re not much use. 

The disk covers a large area of some 350 miles by 210 
miles of the Tokyo Nagoya Osaka region, giving you scope for 
really long flights. There are only 14 airfields here, but many 
of them have control towers and refuelling facilities. The 
area’s vast array of radio beacons includes many NDB’s for 
use with your aircraft’s Automatic Direction Finding 
equipment, plus VQR DME facilities if you need them. Also, 
eight of the major airport runways are equipped with 
Instrument Landing System for poor weather landings. 

The Tokyo area has several interesting features, including 
Tokyo Tower, the palace grounds, canals, and the Shinkansen 
'bullet train’ network. As expected, significant roads, 
mountains, lakes and other waterways are included too, 
however detail at Osaka is limited to one building - the castle. 

The snow capped Ml Fuji is easily the most impressive 
feature on this disk. It takes quite a while to fly to it, round it, 
and back to Tokyo. Sublogic’s simulation doesn’t extend to 
the vicious air turbulence said to surround the mountain, so 
you can approach it without fear. If you like mountain flying 
there are plenty of others to choose from, and all in a realistic 
3D representation, too, 

ARE THEY WORTH IT? 

Overall, both bisks gave me a lot of pleasure. Perso na lly, I 
prefer tire San Francisco disk, as I know the area and enjoy 
'revisiting’ it by air. The Japan disk I like for its radio aids and 
detailed approach charts, which let you fly real live approach 
procedures, 1 wish Sublogic provided these with other scenery 
areas. 

Apart from the cost, I have only two real criticisms. The 
first concerns the slow’ screen update with certain scenery, 
which makes control of the aircraft more difficult than usual. 
The other relates to a strange problem with mountains, w’here 
you can sometimes sec things 'through 1 them. These niggles 
aside, I think Sublogic should be congratulated in releasing 
these disks. TheyTe not cheap, but considering the extra scope 
and enjoyment they add to Flight Simulator II, I view them as 
a good buy and I look forward to getting my hands on more of 
the series. 

Finally., special thanks to Strategic Plus a ltd to Sublogic 
themselves for their help in producing this review. I get the 
feeling they really CARF about their customers, as well as the 
products they sell us, « 


PROGRAMS REVIEWED 

Spitfire 40 

Mirrorsoft 

Disk £12.95 

Cassette £8.95 

Strike Force Harrier 
Mirrorsoft 

ST only 
£24.95 

F-15 Strike Eagle 

Flight Simulator II Scenery 

Microprose 

Disks 

Disk/Cassette £14.95 

Disk only £19.95 each 
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> SAXON 
SOFTWARE 

GOLDRUNNER £18.95 


ATARI ST 

ROAD WAR 2000 £18.95 

BUREAUCRACY £29.95 

WEAN 18 £23.95 

ARKANOlO £12.50 

KARATE WASTER Cl 1.50 

XEVIOUS Cl 8.95 

MOUSETRAP £12.50 

SHANGHAI £1895 

STAR TREK £14 .95 

GOLDRUNNER CIS.95 

PAWN CIS.95 

LIBERATOR £10.50 

PSION CHESS E1B.95 

SHUTTLE II £10 95 

KARATE KID I! €10.95 

SKYFOK £18 95 

ZORK PACK (1, II, Hi) E49..95 


ATARI 8-BIT 

Cass. 

Disc 

WIZARD CROWN 

£17.95 

£17 95 

WHO DARES WINS 41 

C6 % 

£0.95 

ATTACK OF THE 



MUTANI DUAROS 

£1.95 

— 

MENCSI5 

fl.95 

— 

COLONY 

£1.95 

— 

LEADEFffiOAHD 

£7.85 

£11 50 

M00NMIST 

mss 

£19 95 

HICK HANSON 

— 

£14 » 

SILENT SERVICE 

£3 5D 

no so 

SPITFIRE ^0 

£6 95 

£12.35 

GAUNTLET 

£6 50 

£12.50 

TRIVIAL PURSUITS 

£13 % 

£14.05 

SPIN DIZZY 

£7 95 

f 11.50 

VIETNAM 

C7 95 

£11.50 

TOMAHAWK 

£7 95 

£11.95 


SEND FDR FREE ST 
SOFTWARE AND HARDWARE 
PRICES 


AMIGA A5QQ Si HARDWARE 
COMING SOON 


ATARI 520 ST-FM INCLUDING J MB DRIVE (BUILT INI 
POWER SUPPLY 8 R,F, MODULATOR (BUILT IN) 
MANUALS, LANGUAGE DISC AND MOUSE 

ONLY £339,95 me p,*p. 


TOO GOOD TO BE TRUE? TRY US! 

Ths price you see is the all inclusive price Please quote this 
magazine when ordering. Send cheques & P.Q.s to: 

SAXON SOFTWARE, PO BOX 98, 
HAYES. MIDDLESEX UB3 1SZ 


REPLAY 


THE ULTIMATE POOLS PREDICTION PROGRAM 


Replay ij acorfipl^i* sound -sampling system 
lha! altows you td product real speech' 
music on any 0-En ATARI 
FuhjIH! 

‘ Sample caie seleciasm Irpm £«hz lo ^ i Khz 
r Sample playback ihrougn TVrMpnitet 
Allots sampler <□ be used in your own 
Ua&iC prDyranvs 

" Sc;pi so on oarimigrj no user memory toai 
" Rfwrds from HI-Fl Qr fiKbfrrnS! recorder 
r Y?C1 Rnpiay program with revtrse and trig¬ 
ger options 

Alta included in Ihe REPLAY PACKAGE 
HqWrami Oigilal drum sequencer (no hard 
■*are -equi-red- jiiuvrs you to create your 
uwn Drum rhythms using B dimpled drum 
sounds 

D»fli»jirvth= Simple sample se-quenoer i'np 
hardware required i allows, you to play tents 
ming sampled sounda idug banns, goiters, 
voices ate ) 

Be ten ^ nme tcKs program ?□ nreaiR 

spec a efiecK, Delay variable between ?mS 
Ip I sac 

Mice 

FIEPlAY system Icartridge. a*1tware Dig :j 

rum and Oig 'Symhj only E 39 % 


V r:ro-Voice 5 a to* COS! sampling fi.iqkagfe 
:nal allows you to recunatpiay sounds on any 
6 Sd Alar' 

Nlllllll 

’ Samples can hi? played back through 

TYrMoMor 

4 Cat a p ug-s nln £ nyrsl -dh pel 
J Records r r pm a tape recorder,'HI FI 
' Allows samples to bn played m your own 
BAS 4 C programs 

PROGP^MS INCLUDED nN THF MICRO- 
VOICE PACKAGE 

HICRO-Kft A. aiep lime sequencer 
WfCHO-lYNTH: Allows yd-u to play lu^teS 
using sampled SQuiOS 
1C HO- A r*j hire sclto pr cnjra ti 
SAMPLER; Allows yuu to moord/Edil 
samples 

UlEfli Basic routines 

MICE 

MICRO-VOiCt system (cable and aix>v* mi! 
Iwarel only 11 y 9S 




A lu i '"eatore Mi£ji mierlace tor you« ATARI, 
a tows you lo lake lull control of synths etc 

haknii 

J MIQfl n.’out tat?Irrs lor easy Connection 
4 A Track Real lime sequencer with le-mpo 

cornacdon 

4 Casio C L senes voice editor Callows yuu to 
bciii and store wo*t;#5 on Oisfci'Tapei 
4 Yamaha DH1D&21 senes voice edilcw 
4 Musk: player program lallows you to play 
Music <ompg**r or AMS? files. via M Dll 
4 Now inc ludes DX7 voice editor, 

4 CZ menu and split program 

NB We will be producing cither voice editors 

tor diHerem synlhs so H you own a ditferfni 

synlh gel in touch 

FUTURE RELEASES 

to enhance MIDI MASTER to include a 16 
reap* polyphonic seauencer 

PRICE 

M Dl MASTER (iteeH^ce CA0Lc plus SOl- 
Iwarel nnly £29 96 


tO DJ PO DISKS INCLUDING LABEL 
AND TAB ONLY E4.BS 


A high quality pyplesaional drumkir tor ihe 
ATARI 

hthnw 

4 EKternal DrA And finer to ensure high 
quality sound which pi,#gj& imp |Oy£|i£k ipdrta 
1 

4 9 Sanspled drum sounds 
' Polyphonic Rhythm editor using pull down 
menus and windows 

“ Capability to toad new drum sounds horn 
Disk 

‘ includes enhanced version $1 RFPi AY ?q 4- 
Iwane. eilpwmg REPlAV owners 10 sample 
sounds Wiln ,b *:sr greater resolution 
‘ includes digital echo prog■ am tor usr. 

Ihe REPLAY cartridge 
" 3 Channel polyphonic 
' IHJ Song entries. 

4 Audio output ma hi-fi 


PRICE 

PERCUSSION MASTER hardware A toll ware 

£29* 

percussion master sample disk t 

Conlains ovei IQ b-efiiirate samples 
PRICE CHVLir fa* 


ORDER FORM 

Please send me 


~ Replay System on DistoTape' 
Digidrum ll on DiskTTape 4 

_M-di Mastor Interface on Di4k.Tape 4 

_Percussion Master System Disk ONLY 

Micro-VO'C* on disMape", 

Dig.flrum ItfReplay Sample 0$k 1 
P&rtu&sion Master Sample 0>5k 1 
□ 10 DS/DD Disks 


fiiicldse a Cheque-? Postal Order tor C 


4 Delete as applicable 


A digital drum niachme/samp e sequencer 
thal req uires no hardware 


Feature*: 


4 3 sampled thrum sounds 

‘ Step hrre pallern eHry 

4 Capatmhiy io loan Replay samples nto any 

of the 9 sample posmdns 

4 KfTS can be loaded or saveo to d«k or 

iiasserte 

? Channel polyphonic (Any two drums. 1 

■ 100 Song entries Iwrtft eomplejr lopping) 

■ 32 Panerns id-32 Beate.'San 


DIQtDRUM R.REPLAY SAMPLE DISKS 


A dcrude sided disk ooniaming over 6D 
16KH? iinniptes ihjii can pr toeded mto inti 
progr am and saved as a KIT (or r-ulur e use 
PRICE GNlYC* 


Name 


Payable to 2 EtiC Systems) 


Send to. 2 «H Syttemi, Ltd. r 306-, Httchtn Hd„ Luton, BEDS 


PRICES 

DISK C6 95 


TAPE ES 96 


Address 


Postodde 


2 BIT SYSTEMS! MASTERS OF SOUND 


PRODUCTS FOR THE 4SK ATARI 


MIDI MASTER PERCUSSION MASTER I DICIDRUM II 


• MASSIVE DATJLBASE Etool^iriniier is a sophisticated Pods 
predtobo-n aid. It oomers oompteie wliIi ihtt Uig-mrf dat 
available - 22000 maiches ovei 10 years. The dlaialiteie update* 
autdinatioaLly as besulisoome in. 

• PREDICTS Not juai SCDREDBAW5. but AW AYS, HOMES 
■and NO SCORES. 

• SUCCES51TL EEIiEC rjuiru THte th»l Poolswinjiw pnrfoTTTS 
significantly better thar. ohari.ee. 

• ADAPTABLE ProbabLUney are gLven cm. evgry iucturr - 

precLw pnxJirticr tormula can be set by the user - you can ikitird wtrA d wwr d 

dettelop and iesi ycur own uniqpe tnethod. jn#mi«j«T (hmkrw 

• SIMPLE DATA ENTRY All team names are in the program. SunpJy type ui the reference 
number Iram the serwn- Or use FTXGEN to produce fixture list automasLcally (see below). 

B DISC.-MICAOD.RIVE COMPATIBLE Tapea supplied wnh. mci-.-c:Mnn tmtrm T K m " 

• PRINTEB SLIP PORT F ull hard copy printout of data if you have a printer. 

_ ^ , PRICE £ 15,00 (all incisive) _ 

tedn . , A . AT LAST' No more Htrtiifl'gljing Cor hours to got tb« 

fv iBL-t V PITfiPM ftR n itei W* the (rom.putnr TTXCEN haa been 

S 1 K.1^ “ JJl VLil 1 UV. 1 J progiammed with all Engfiish And Scottish futtures 

f ™ it ^ ^™ply typp in ih# date, and the full fixture List is generated in 

AWN seccnds. Fully compatible with. PoolswuirieE. TavJy updates available 

POOLS WINNER with FDCGEN fclfi.SO {ioi ttothl 


** h rN tor )aea-7 5rm&iv nm , 


COVRSEWINNERn =:r 

THE FUNTEH5 COMPtfTEB PROGRAM J d ^ SiSp^SSe. 

You. c-ait deyeiop and im your own unique winning system by adjunmg Hie 
analysis fonnula. oi use the program m sbnpte modie Couisewiniter V-3 uses 
sraiLSfucal analysis of major factors including past form, speed ratings, course 
statistics, pnse money, weight, gurng. trannei and jockey (oral ere, etc. 0 
outputs mofit likely winners, good Loiig odds bets, forecasts, tncastseic. The 
database includes ^iial course statistics for all British enurses- You cajt update 
the database never gees nut of dam 

PRICE £15,00 fail mclnsi?e) iacledac Ft|l AND Ntd«Ul Efunl Wtesaa 


ALL PFOGRAU 3 AVAlLAhLL EtlH. AMETHAD CFCt \MSTRAD PCWa (ADD LI.iHlj. All MGi. AU SPELT hi’MS 
UUHMQDDItE 61 - m. ATAJJ M 6 K -), SINCLAIR QL. 

SUP^SihS on tepe (aurpl* oewvarKian to 4**<?) - «*cvp( PCW Ion 3" dun :> and tUL ion. mscrodnv*] 


Send ChequEs-POs fgr intum q! po=i service- to . 


pbgni 34 Nr? xfrvFARf: phone 24 hm 

37 COUNCILLOR LANE, CHEADLE CHESHIRE, a 061-428 7423 

■5end far lull but of oar sfoffH'areJ 
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THE 


Magnetic 
Scrolls/Rainbird 
XL XE 64K Disk 
Price £19,99 


If you have any interest ai all in 
adventures then you will almost certainly 
have heard of The Pawn already (unless 
you have been stuck down a really nasty 
dungeon for the last year!). The ST 
version of it was released last year amidst 
a great flurry of advertising praising its 
wonderful graphics and ‘revolutionary 
text-handling system which allows input 
of complicated sentences and complete 
interaction with characters". It is now 
available for the XL XE but the bad 
news is that the graphics aren't as good 
on the 800 XI. as on the ST, and that its 
understanding of English isn't quite as 
good as they would like us to think (I 
tried some ‘complete interaction’ with 
the Princess and it didn’t understand at 
all, still I suppose it IS intended to be a 
family game!!) 


The inferiority of the graphics is, to 
be fair, the hardware’s fault and in fact 
the graphics are very good for an 800 XL 
- if you stand back from the pictures 
they are really quite impressive. There is 
also an excellent facility for scrolling the 
pictures smoothly up the screen with the 
SELECT key, so that you can use as 
much of the screen as you want for text, 
And there is plenty of text, 

The descriptions of locations,, 
artifacts and people, the results of your 
actions* and the responses to your 
attempts to converse with the many 
inhabitants of the game, all give you 
plenty of interesting and often amusing 
text. The text within the game is further 
supplemented by the fifty page booklet 
which comes with the game and details 
the background to it, 'A Tale of 
Kerovnia’ introduces you to many of the 
characters in the adventure, including 
the King and his daughter, Kronos the 
Wizard and his pet dragon, Harry (who 
is supposed to be afraid of people - but 
didn't seem so when I met him!), anti 
Gringo Kacon burger, a dwarf who hopes 
to overthrow the King by democratic 
means! 


‘The plot 

unfolds 

slowly and 
deviously’ 

You start the game on The Path. 
Initially you have no idea of what your 
objective is, but if you wander around 
the immediately accessible area you will 
soon discover plenty to do. Getting rid of 
the annoying Silver Wristband which has 
appeared on your arm, finding a way to 
persuade the guards to let you into the 
palace, and working out how to get 
Honest John to part with some of his 
goods, are just a few of the goals you will 
soon set for yourself. And various 
characters will probably have jobs for 
you as well, assuming you can persuade 
Kronos to stop flying away on his stone 
platform long enough to have a chat, or 
the Guru to stop laughing so that you 
can get a word in edge way si 

The plot unfolds slowly and 
deviously. New characters appear* and 
you slowly find ways of reaching new and 
intriguing places, There are plenty of 
interesting problems to solve and most of 
them are pretty logical. The game gets 
especially nasty when you discover that 
there are multiple ways of solving some 


of the problems, and also multiple uses 
for certain single-use artifacts! 

Choosing the right route to take 
through all this is not at all easy. You are 
aided here by two things, Firstly you 
should keep your eye on your score, It 
appears random as to whether it updates 
this on the move when you deserve it or 
on the next move. If you think you just 
did something clever but got no score for 
it* then perform some simple command 
(I or L) to check the real score. Secondly 
you can Save and Restore quite 
efficiently. Note that even though the 
documentation states that the Save Files 
are not in DOS format, the diskette must 
have been formatted by DOS, and to 
enhanced density* sorry - did I forget to 
mention that you must have a 10^0 
diskette drive to play this game? 

Once I had finally sorted out all the 
devious red herrings and subplots, and 
achieved the prime objective which I had 
set myself, and even encountered a 
character who told me he was going to 
celebrate my finishing the game, I 
thought perhaps I had finished, hut I had 
nowhere near the full score. I did a few 
more things I knew about which gave me 
more points, however 1 was now 
completely Stuck, I read all the cyphene 
hints in the back of the book* but 1 still 
couldn’t get the last few points. I have 
since found out how to get the full score 
(yes! - it is possible}* but the game still 
doesn’t end in any obvious way, I enjoy 
the feeling you get when you get the final 
message from a game and know that you 
have well and truly succeeded and 
definitely completed it, I still haven’t 
found one in the Pawn - if YOU do 
please let me know! 

Apart from that minor 
disappointment and a couple of little 
bugs (c.g. always GET anything before 
you UNTIE it or it may disappear 
forever!)* my only real criticism is that it 
doesn’t really understand as much as one 
might expect from the advertising. 
During a conversation it will attempt to 
respond meaningfully to any old garbage 
so you can’t tell whether it understands 
or not. It is a trifle inconsistent in 
demanding additional information — e.g. 
if you say UNLOCK THE DOOR it 
asks WITH WHAT? and responds 
similarly for giving, buying and 
numerous other activities* but there are 
some sentences which appear quite 
correct and reasonable, and which are 
critical to finishing the game, to which it 
instead responds with phrases such as 

YOU CAN’T DO THAT TO THE -T 
or L I DON’T FOLLOW YOU 3 when it 
should* to be consistent and fair, respond 
with ‘TO WIIAT’ or ‘WITH WHAT’ 
or ‘ON W HAT’, or at the very least give 
a sensible response which might 
encourage you to try and experiment 
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further in that direction, 1 occasionally 
found that the responses to certain 
requests were actually incorrect, either 
grammatically or just plain wrong - I 
think these are mainly attributable to its 
attempts to respond to sentences even 
when it doesiTt really understand either 
all the words in the sentence or the 
grammatical construction you have used. 
It assumes full stops which you don't 
want (e g GO NORTHEAST WITH 
THE WHEELBARROW gets turned 
into two commands). 


‘The Pawn’s 

ability to 
understand ... is 

truly amazing’ 

The end result of all this is that the 
poor adventurer can occasionally have 
solved a problem but not be able to get 
the computer to understand what he 
wants to do - the game degenerates into 
trying to guess how the computer wants 
the request phrased. In general, 
however, The Pawn’s ability to 
understand and respond correctly to 
some extremely complicated sentences is 
truly amazing and a demonstration of the 
game bv someone who knows its 
capabilities, could, I am sure* be a very 
impressive demonstration of Artificial 
Intelligence, Unfortunately the qualities 
which enable good demonstrations are 
not necessarily those required for good 
playing! Please don't misunderstand- 
the game really is excellent - just be 
aware that if you are stuck it may be the 
game's fault and not yours! 

Other excellent features of the game 
include: the ability to key ahead, the 
ability to recall the last command, change 
it or correct an error in it, and resubmit 
it; excellent responses for a game of this 
sophistication; impeccable packaging, 
including a twelve page booklet on how 
to interact with the game; very few 
spurious locations and lots of fun - do 
examine the rats in the fountain! 

For a company's first release 10 be so 
good shows great potential. If Magnetic 
Scrolls can keep up this level of quality 
then we should all look forward to their 
next adventure - The Guild of Thieves - 
with great relish. 1 thoroughly enjoyed 
The Pawn, despite a few minor 
frustrations, and have no hesitation in 
recommending it as excellent value for 
money. 

P S. Loved the maze] * 


Zork I - magic words, 
alternative solutions, 
short cuts, and jokes 


Because of its origins, ZORK seems to have evolved rather than have been designed. 
Some of the original problems in the mainframe version have been given different 
solutions on the micro, in some cases the original soluiion has been Left in the code on the 
micro, in other cases it has been removed. 

Where these multiple solutions occur, then usually one is a single 'magic' word 
which is sometimes, illogical and you have to be lucky to guess it, while the other is 
usually a longer, more complex, solution involving a number of actions of a more logical 
nature. The 'magic' word solutions generally appear to be older, part of the original game 
while the longer solutions have in some cases been added on the micro, presumably to 
enable a more logical solution without the poor advenititer having to make a lucky guess. 

Some of the magic words are of course jokes. 

PLUGH - in the Original Mainframe Adventure (NOT ZORK), if you stand at Y2 and 
wait, then a hollow voice booms PI.UGH - which turns out to be a magic word for 
transporting you back to the building. In ZORK, if you type in PL UGH then it responds 
'A hollow voice booms CRETIN.' 

GRANITE - There are, I think, three granite walk in ZORK. I have not found any use 
for them. They are very clearly marked on INFGCGM’s own map of ZORK. Are they 
entrances to the Thief s secret passages? Does anyone know their purpose? On the 
mainframe if you type in GRANITE it responds l I think you art taking this thing for 
granite!* 

Don’t read any Further unless you have either solved ZORK I or don’t 
In tend to try I 

ECHO - On all versions l have seen this changes the Loud Room so that you can pick up 
the bar, The fuller solution, which dues NOT work on the mainframe, is to open the 
dam, wait for the reservoir to empty, close the dam, and nip down and pick up the bar 
while the reservoir is refilling - the noise is from the water going over the top of the dam. 
EXORCISE -On the mainframe you just get the Bell, Book, and Candle, go to the 
Entrance to Hades, and type in EXORCISE. Not so easy on the micro! - EXORCISE 
SPIRITS responds with "Yon must perform the ceremony*. So here is a case where they 
had a simple solution on the mainframe and removed it. Now you must go through the 
whole rigmarole of RING BELL. GET CANDLES. LIGHT MATCH, LIGHT 
CANDLES WITH MATCH READ PRAYER. 

ODYSSEUS ULYSSES - The full solution to getting past the cydops involves feeding 
him hot peppers, then giving him a drugged drink of water to put him to sleep. The 
magic word Scares him so that he smashes a route from the Cyclops Room to the Living 
Room for you. This not only saves time in getting rid! of him, but also does away with the 
need far the key, the grate, and the other half of the maze! (Doing this also stops the thief 
from barring the trapdoor.) On the mainframe you also get It) points for entering the 
Secret Passage which the cydops uncovers, presumably this is another reason for making 
the prayer an acrostic about Ulysses (look at the first letter of each line of it!) - so as to 
give you a hint on how to get those last ten points! 

PRAY - I didn't discover this until a year after I successfully completed ZORK I. It 
transports you and anything which you are carrying (such as the coffin, which otherwise 
appears impossible to extract from the Altar area) to the forest. The alternative is to pick 
up the coffin as early as possible in the game and drop it immediately. The thief will then 
take it and you can retrieve it later from his room at your leisure. 

GERONIMO - On the mainframe, at the top of the falls, there is a wooden barrel, if you 
climb in you find the word GERONIMO etched on the side of it. Typing GERONIMO 
makes the barrel, with you in it, go over the falls. No, you don't survive! It was quite fun 
though, shame they left it out on the micro! 

Short cuts: 

RUB MIRROR to transport yourself from one side of the reservoir to the other, 

Rather than wasting time getting into the boat with the sceptre, then having to repair the 
boat with the gunk, just PUT SCEPTRE IN BOAT, then it doesn't puncture it, Or, 
even better, wave the sceptre from the OTHER end of the rainbow. 

Rather than going through all the rigmarole with the basket, lowering it down the shaft 
with everything in it, try going itiio the Draughty Room very early in the game - 
sometimes, on some versions, on some computers, it lets you walk in and out carrying as 
much as you like! 

Do YOU know of any other short cuts or alternative solutions? 

John Sweeney 
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FIRST STEPS.... FIRST STEPS.... FIRST 


MAKING IT 

MOVE 


Mark Hutchinson’s regular 
column for beginners 


in issue 27 I said that GRAPHICS 0 and GRAPHICS 8 
were similar. Perhaps you would like some further 
explanation? Each mode has the same colour attributes, i.e, a 
border, a background and a point on the background that is 
the same colour as the background but which can have a 
different luminosity. Each can be addressed down to a single 
pixel though GRAPHICS 0 is addressed in a block of 8 by 8 to 
make up a character. 

The interesting part h that, if you can address 
GRAPHICS 8 using a similar block, you can write to this 
mode as if it were GRAPHICS 0. I have included LISTING 
1 as an example of how this can be done. Obviously, being in 
Basic, it is slower than the operating system but it can come in 
useful. 

The screen pointer (88,89) starts at the top left hand side 
of the screen. If you POKE any number here it would show as 
a character in a text mode, or as a coloured point in graphics 
modes. 

Location 57344 is the start of 1024 byres that hold the 
character set, Each character is 8 horizontal lines of one byte 
each. So 1024,8 gives 128 characters. These can be toggled 
with the inverse key (using an OR operation) to give another 
128 characters- For more information, I would recommend the 
purchase of a good memory map. 

The basis of rhe example listing is to to recognise the 
character required, look up the appropriate location, get the 
character data and then produce this data, one line at a time, as 
a block on the screen. When you RUN the program, you will 
see the character written quite slowly. 

GETTING A MOVE ON 

This issue I would like to have a look at movement 
(ANIMATION to programmers). Movement, without using 
Player Missile Graphics, comes in tw r o forms. One form, 
published in issue 25 by Allan Knopp and in the last FIRST 
STEPS column, is called page flipping. This is where you 
draw several pages, with slight variations in each, and flick 
through them very fast to simulate movement. The other 
method is redrawing which is what we will look at now. 

Moving a figure on a screen has to be done in steps. First 
the figure must be drawn in one location, then drawn (perhaps 
slightly different) in another position. Normally this is done 
by drawing the figure in a certain colour on the screen, 
redrawing in the same position using the background colour 
(effectively hiding the figure), then moving to another position 
and redrawing using the first colour. LISTING 2 is a good 
example of this technique. A variation of this theme is to use 
the colours of the points to create movement. You may wish to 
review the last column for details of COLOR and 
SETCOLOR. 


COLOUR CYCLING 

Now let’s look at how LISTING 3 works. A row of 
characters is set up, each one using a different colour register. 
The colours are then shifted from one register to another in a 
cycle thus making the figure appear to change places. Your 
homework is to try this out in GRAPHICS 7, making a 
straight line (remember the robot eyes in Rattlestar Galactica, 
the car in Knight Rider?). 

Remember I mentioned memory locations 88 and 89 at 
the start of this article? One of the reasons is that you can place 
points directly on the screen using POKE instead of the slower 
PRINT or PLOT. A few years ago I was given a 
demonstration of this technique, a program called 'BUGS’ 
written (in Basic) by none other than Les Ellingham! - it was 
FAST. 

USING PRINT 

PRINT can, however, still be used to animate the screen 
with reasonable speed. It is, after all, a form of redrawing. It 
can be slow and jerky but can have uses in graphic modes, 

Text modes I and 2 use upper case characters only, but they 
use the same SETCOLOR statements as the four COLOR 
statements, So if we were to print, say, ARCDEFGH, the four 
registers would be used for ABCD and then repeated for 
EFGH- Remember last time that I said GRAPHICS 7 uses 
only four COLOR statements? Well we can in fact print 
characters to a graphics screen, only thy will show as colour 
points only rather than letters. One of the reasons for using 
PRINT in a graphics mode is partly for speed. The character 
contains the colour register and the point does not need to use 
PLOT every time. Another good point is that the drawing can 
be stored as a string and ATARI is renew-ned for its speed in 
string handling. 

LISTING 4 w ill demonstrate the speed of using a string 
instead of trying to PLOT points. I have also used the 
DRAWTO statement to show that drawing lines is just as fast 
this way as using a string but I wanted to point out the 
convenience of a using string - a method wbich I am sure 
many of you were not aware of. 

LISTING 5 is a complex diagram stored as a string. Try 
this out using PLOT and DRAWTO and see if it just as fast. 
Experiment w r ith character strings and different COLOR and 
SETCOLOR values and you should be able to build up some 
good graphics of your own, 

I hope that this article will stimulate you enough to try 
out some of your own exercises, you will only become 
proficient by practice! 
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1 STEPS.... FIRST STEPS 


f 


VZ I REM FIRST STEPS - PAGE 6 ISSUE 28 


YZ I REM FIRST STEPS - PAGE 6 ISSUE 28 
NH 2 REM 

AL 3 REM MKKH B M LISTING 1 ***** * ** * 

NJ 4 REM 

ET 9 REM «** Set up string and initial 
IK, Y position, 

GG 10 DIM TEKTSCIO!:X = 11I V = B8!COLOR 1 : TEK 
TS="THIS IS GRAPHICS fl"!GRAPHICS 8 
zc is REM *** Get screen pointer end poke 
initial position, 

TO 28 Ml-PEEK C8B J + PEEK 1833 *256iH2-H1+Y*48 
+ K:IF LEMCTEKTS) =8 THEN END 
HS a* rem **«* Change character to atascii 
V alue, keep it Kithiti Set, 
MK 38 FOR SP=i TO LENCTEHT$1!H-A5CCTEXTtC 
SP,SP J J :IF K>12? THEM 
HZ is rem * * * * * * upper case A graphics only, 
A J 48 IF K)3i AND K<96 THEM K=H-32:G0TG 8 

e 

KM 58 IF H<32 THEM M=RF64 

J8 59 REM *** insert into TEKTS* 

RK 68 TEKTS(SP,SPJ-CHRSCK>SMEKT SP 
IN 78 FOR Z = I TO LEHCTEKTSl:H=A5CCTEKT5CZ 
,ZI1£M3=57344+H«8:FOR ME-O TO 7 
HO 79 REM iHHf POKE it into screen memory, 
GF 88 POKE H2+ME«48,PEEKCH3+NE1;NEXT MEjM 
2-H2+i:MEHT Z 
ug se ? "tymvn ifriiw 

Listing 1 


VZ 1 REM FIRST STEPS - PAGE 6 ISSUE 28 
NH 2 REM 

BH 3 REM WKHKK H LISTING 2 mmkmkm 
NJ 4 RFM 

GA 9 REM *** Set up Mode and print, 

00 18 GRAPHICS 3: POKE 752,1:? 1 'GEffiEHEE] 

m-FTr aOHEO Q SEES DJ-: ? -isee tin 

es 9t + 48 il 

to 19 REM m*-*- Plot point with one colour, 
add sane sound* 

MS 28 FOR K-0 TO 39:COLOR llPLOT X,ID:FOR 
U-1S TO 8 STEP ”1 I SOUND 8« H3*6 ,18, Vi NE 
KT V 

MG 29 REM ww* Erase point with another 
colour, stop sound. 

OJ 38 FOR T=| TO IS;NEXT T:COLOR 8:PLOT K 
,10:NE KT M:SOUND 8,8,8,8 
CH 39 REM *** That * 5 all. 

ki 48 9 ► N?fwi rmrrtm i" 


Listing 2 


NH 2 REM 

CD 3 REM MMH NMH LISTING 3 WX M WHM 
NJ 4 REM 

LE 9 REM *-*-** Set up Mode £ print string, 
KM 18 GRAPHICS 18:FOR P-O TO 3:POKE 70B+P 
* 2 + 4N-P i MEKT P ! FOR K = 8 TO 19 STEP 4 : POS 
IT TON H,5J? B6; ,, AaEE":NEHT M 
Bs 19 REM h-k-w Save a register colour. 

FZ 28 FOR CM —1 TO 188:PP—PEEK £7113 
LK 29 REM «*» Cycle register colours, 

ML 38 POKE 711,PEEK(7181JPOKE 710,PEEK(78 
91 !POKE 789,PEEK (7883 :POKE ?88,PPjFQR 
TM=1 TO StMEMT TMiMEKT CN 


Listing 3 

- 


VZ 1 REM FIRST STEPS - PAGE 6 ISSUE 28 
NH 2 REM 

CZ 3 REM HH HMKH LISTING 4 KKKMW l t 
NJ 4 REH 

MH 9 REM mm Set up screen and use plot 


only 

MH 18 GRAPHICS 3:POKE 752,1; C=1 :POKE 718, 
98: FOR K = 13 TO 24! FOR V = 8 TO 1.9: COLOR 

C:ploT k,y:neht y:c=c+uheht h 

OG 2 8 POKE 7fi4,2S5:? +[23333 ' TP rrm ki3 

PP 38 IF PEEKC764J=255 THEN 38 


RS 39 REM set up screen and use plot 

and DRAMTO* 

JE 48 GRAPHICS 3:POKE 752,1!C=1:POKE 710, 
98 J FOR H —13 TO 24 £Y = 8£ COLOR ClPLOT K,V 
:DRAMTO H,V+19:C=C+1:MEKT K 
OJ 58 POKE 764,255:? 11 »4 tF-TTK TJi EE 


Icon r iHiir 


SS 68 IF PEEK€7641-255 THEN 68 
HP 59 REM N-N-N Set up screen & use string, 
10 70 GRAPHICS 3:POKE 752,l!POKE 718,90£F 
OR Y —8 TO 19:POSITION 13,Yi? 86;“12141 
2341234"£ NEXT V 

OH 80 POKE 764,255!? " H ffliMiB ET7H HTm HD 


1C ON T 1 Hll 


MM 90 IF PEEK(7641-255 THEN 90 


Listing 4 


VZ 1 REM FIRST STEPS * PAGE 6 ISSUE 26 

HH 2 REM 

DU 3 REM MHKB l ft LISTING 5 WK HHH 
NJ 4 REM 

HP 9 REM WH* Dimension string, DATA for 
first half of string. 

CZ 10 CLR : DIM G$ (1121 S G$ Cl, 561 = ,, 41111223 
41111233411113334111233341112333412123 
3343412111" 

DK 19 REM w»* Dimension second half of 
of string, Graphics node. 
(USE 3, 5r OR 71. 

BY 28 G$ (57,1121="34212113422121342221242 
424241313131242424231313132324232 M :GRA 
PHIC5 3 

IK 29 REM *** Print String as a matrix of 
16 rows CPI & seven columns 
NN 38 FOR P=1 TO 16:POSITION 10,8+P:? tt6i 
GS(P*7”6,P»71JNEKT P 

Listing 5 
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by Jim Flewker 

CROSSWORD MAKER 


, 


XWORD is designed to print out crossword puzzles of 
various sizes. It will not do the thinking for you, but it will 
print blank grids, puzzles, solutions* and (using a separate 
program) clues. The program has been designed to work with 
Epson-compatible printers* although it should be easy to adapt 
it for other 80-column and 40-column printers, 

XWORD will create a grid up to 17 spaces wide by 17 
deep* square or oblong in shape. An odd number of spaces 
must be used. Words and black squares may then be inserted 
on screen* and two kinds of symmetry can be used 
automatically when placing black squares. The grid may be 
printed at any stage* as a puzzle or as the solution, with 
answers, The separate program XGLUES prints clues in two 
columns for those not wishing to use a word processor, A 
joystick is required to move the cursor around in the grid. 

The Clue Numbering is slightly different from normal 
crosswords. Instead of printing large boxes containing a 
number for each w r ord* I opted for smaller boxes and a 
co-ordinate system - letters along the top and numbers down 
the side. This enables the start of any word to be located by a 
code such as a 1 * g9* etc, 

HOW TO USE THE PROGRAM 

When, run the program will ask you to decide the size and 
shape of your puzzle and its symmetry it any. The screen will 
blank briefly and the grid will appear a few- seconds later. It is 
probably a good idea to print out the empty grid and use it to 
design your puzzle on paper. After that you could fill in black 
squares or place words in any order you wish. 

The top screen line shows the main menu choices from 
which you choose. If you want to add either words or blacks, 
you will see that the option number is already printed for you 

- just press return. For another choice, type the number and 
press return. 

OPTIONS 

Add - Select this to fill the grid and use the joystick to move 
the flashing cursor around the grid, It cannot go outside of it. 
On selecting Add you see various sub options and keys 
d i splayed > 

- ESC A PH will return you to the main menu (as will some 
errors). 

- OPTION alters (or turns off the symmetry for black spaces. 

- SELECT toggles direction of word placement. 

- START allows you to enter a word, which will begin at the 
current cursor position. Confirm that start and direction are 
right by pressing RETURN entering anything else returns 
you to the menu. The program will first check that the word 
fits in the grid and if so, will place it for you. Note that no 


Requires Epson compatible printer 

other checks are made* so you can place words across blacks 
and existing letters, 

-JOYSTICK TRIGGER fills a black square ior several* 
depending on symmetry). On screen, black spaces arc shown 
as dots. You can’t erase a dot but you CAN place a word over 
it. 

Symmetry - You may prefer to do without this altogether* or 
you can choose between two types: - 

DI AGONAL symmetry which creates a puzzle like those 
often seen in newspapers* with each corner mirroring the one 
diagonally opposite. You can work on the top half of the grid 
and your pattern will be mirrored below. 

FOUR-SQUARE symmetry in which each quarter of the total 
grid mirrors the others, You need only block in the top 
left-hand quarter of the grid. Indeed you will find that the 
cursor will always return to that area when you fill blacks 
using this symmetry. 

Print - You can print at any stage, with or without answers. 

You are then returned to the main menu. 

Clues - Because this is a separate program, you are asked if 
you have finished printing your crossword (and solution) 
before proceeding. (No means of storing the puzzles on disk 
has been provided - you could add one!) 

Restart - Again you are asked lo confirm your choice before 
the current creation is lost for ever, 

PROGRAM NOTES 

The screen grid', in order to provide a good-sized puzzle grid 
on screen without scrolling* the right amount of black 
horizontal lines are created by setting up a new display list in 
page 6 . The lines are simply two blank scan lines between 
normal text lines. The vertical lines are CHR$(124). 

Storage of puzzle data: characters are merely printed on screen 
and, for hard copy* peeked directly from screen memory. 

Some conversion is needed from internal codes to ASCII and 
Epson equivalents before these are sent to the printer. 

Printer routines: On printout the above data is interspersed 
with strings which contain the values of Epson graphics 
characters. These strings are built to the right size by the 
subroutine in lines 100 - 120 * from the elements given in lines 
5410-54 You can alter those to suit your printer. More 
details of printer commands arc given in REMs 8050-8090. 
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El 

NR 

LB 

St 

EC 

II 

EO 

NO 

HH 

r l 
zz 
IP 
IL 
GJ 

MV 

WS 

JM 

SO 

CA 

XD 

MK 

PM 

FM 

CR 

RS 

TH 

LO 

uw 

IV 

HU 

EE 

FM 

FJ 


RC 
DT 
KI 
LA 
MC 
ZQ 
FJ 
IN 
UG 
EK 
HD 
FM 

LE 

UM 
MH 
JS 
¥ J 1 
FH 
LO 
ZC 
GC 
TO 
ZM 
FG 
vn 
TH 
PM 
PM 
VN 
DO 
JI 
ftp 
HO 
HS 
TL 
L G 


L 0 


NO 


1 REM BKM I MCM B HM H BWMBMM B mmHKI I KK I immmi 

2 REM * H-HORD * 

3 REM « by * 

4 REM * JIM FLEHKER * 

5 REM « ---___________ w 


t> REM * PALE & MAGAZINE - ENGLAND * 

7 REM BMBBBBKM B BHB B BH BB BBBB M HBMBM B B B K 
V HEM 

10 M40“48?M50“N4B+10 

20 DIM PT0P5CN48),PRIM£(M403,PBOTSCM48 
3 ,TEMP S£M4 0>,IN*(I?I ,PHEADS IN4A1 
30 DIM BLAIIK^ (17) >HtD$ (2) , ENS (Z) , ESC$ I 
11,BELLS£5J , ABCSC343 

40 CONSOL-53279:DL=1536;5 EZF“108:MEADE 
11=156 : 5E L E C T = 208 

58 WIPE-250:TRIG-30©?DELAY1-480:DELftYZ 


-450iOPTION-500;VMIH-3 

60 BELL$=CHR9(253MeELL$m= M f4 "IE5C 
S=CMR$ £273 : D* ^ r-TriTHfl /down" 

70 BLANKS C13 = *• 41 : BLANKS £37 3 =*' "(BLANK* 
C23-BLANKS 

se flBCS = "3bcdefghi jhimrvopq" 

90 GOTO 5000 

rem 

1O0 FOR REP—1 TO HID~1 

lie TEMPS(LEN<TEMPS3+13=MIO$SNEHT REP 
120 TEMPS CLENtTEHPS)+1>=EH$ :RETURN 

149 rem ■:hi jmj n■ w j m j.hi i:in. l ■ 

150 PHE AD *-" 

160 FOR BEP=1 TO HID 

170 PHFAOSCLEN CPHEADSl+11=ABCS CREP,HEP 
3 :P HE AD 5 (LEMCPHEAD5) + 1>=" " 

180 NEXT REP J RETURN 

199 rem K nra«iH«*»; ni 

200 SOUND 0,61,10,6 
210 GOSUD DELfiYl 
220 GOTO 230+DIR 

231 &IH = 2 : &S="alona7 ltIiI*i;T »» GOTO 240 

232 DI R = ± i D S —down" 

240 POSITION 11,0:? DS:SOUND 0,0,6,6;fl 
ETURH 

249 HEM ■: Htl-mi.U' M Hit ^ -* 4 *K!?■ 

250 SOUND O,121,10,6 

26B POSITION 2,0S? BLANKS 
270 POSITION 2,ll? BLANKS 
2S0 SOUND 0,0,0,0 
290 RETURN 

299 REH ■ MmtmfilT1FTTTM 

300 IE 5YH=3 THEN 390 

310 OFF5ET-H-MMIN:HS = HMAK~OFFSET 
320 QFFSET=U-OMIM:0S“OMAX-QFFStT 
330 IF SYM=1 THEN 300 

340 IE V>VMIN + DEPZ2 THEN TEMP = O:U -05 l 0 
S-TEMP 

350 IF M> HMIN+WID THEN TEMP-H:H=MS:H5= 


TEMP 

360 POSITION HS , O:? 

370 POSITION H , US ; ? "•** 
3 D0 POSITION H5*0S:? 


390 POSITION H,Ol? "■*'? CH = ZO ; RETURN 
399 REM ■vill VIl 

406 FOR D EL —1 TO N 50!NEXT DEL 
410 RETURN 

449 REM BUH SJ 

450 FOR DEL-1 TO N50*10; NEXT DEL 
460 RETURN 

499 REM ■rnTTTUMHreTlOT M 

50B SOUND 0,72,10,6 
510 IF SYH=4 THEN SYM=1 
520 POSITION 35,0 
530 IF SYM=1 THEN 
548 IF 5YM=2 THEN 
550 IF SYM-3 THEN 
560 GOSUB DELAY1 
570 SOUND 0*0,0*O-RETURN 

999 REM ■1iL'LU»M:MIIHiT 

1000 OIft-1!H-HMT Ni0=0MIM 


EBEETr 
'OH?" 
I :iTT.'T=3 H ■ 


1010 GOSUB WIPE:TRAP 1010 

1OZ0 POSITION 2,0:? " □ Add 0 Print 

B C 1 ues O Restart 11 

1030 position 3 , 1 :? ” 1 ”;:position 2 ,i; 
INPUT CHOICE 

1B40 IF CHOICE<1 OR CHOlCE>4 THEN ? BE 


LL 5:GOTO 1030 

IK 1050 IF CMOICE-2 TMEN GOSUB 8000:GOTO 
1010 

KG 1060 IF CHQICE=3 THEN GOSUB 9000:GOTO 
1010 

BJ 1070 TF CHOICE = 4 THEN 1O0O8 
OL 1098 POSITION 2,0:? ";D5j" J 

asiraEF syH: gosub option 

uu HOB position 2,l:? “ Alim word oHD 
H3* black wenu'* 

YO 1110 IF PEEK£7643=20 THEN POKE 764,255 
;GOTO 1010 

ED 1120 S=STICK(03SIF S=1S THEN I190 
BF 1130 H=K+Z*CS>4 AND S<83 
TH 1140 tt=H-2*(S>0 AMD S<123 
IH 1150 V-U+tS“53+£S=93+(S=13J 
QR 1160 0 = 0“£S/2=IMT£57233 

ZM 1170 IF H<HMIN OR H>HMAH THEN H-HMTN 
OS 1100 IF V < UMTN OR U>VHAM THEN O-VMlH 
YK 1190 LOCATE H,0,CX:IF CM>127 THEN CH=C 
X“12B 

EL L200 POSITION H, 0 : ? CHRSCCM+12B3 
UG 1210 FOR DEL-1 TO 10?NEXT DEL 
DM 1220 PC —PEEK £C0HSOL3 ■IF PC<7 THEN GOSU 
B DELAY1 

KB 1230 IF PC-5 THEN GOSUB SELECT:GOTO 11 


10 

KG 1240 IF PC = 6 THEN GOSUB 2O0O:GOTO 1090 
OK 1250 IF PC=3 THEN SYM=SYM+1:GOSUB OPTI 
OH;GO T 0 1110 

AT 1260 IF STHIG COJ=8 THEN GOSUB TRIG 
ZU 1270 POSITION H , O ! ? CHHSCCX3;FOR DEL=1 
TO 10;NEXT DEL 


PI dif vords in 


OP 12B0 GOTO 1110 
YH 1999 REM 

El 2000 POSITION K,V;? CHR*£CX+1ZS3 
TG 2010 POSITION 2,1!? BLANKS 
RE 2O20 POKE 764,255;POSITION 2,1:? 

■;EiT:TiH start A direction OK Y++"J 
ZY 2030 INPUT INS; IF IN*<>"Y" THEN RETURN 
EG 2040 GOSUB WIPE 

TG 2050 POSITION Z p O!? "Your word";iINPUT 
IN* 

WF 2068 TH-H:TU-y 

IN 2070 FOR H-2 TO LEN CINS3 

FA Z0BB TH=TH+2*tDlR-i>;TU=TO+tDIR=23!HEX 

T N 

TH 2890 IF TH>HMAM OR TU>OMAX THEM 2170 
MI 2100 FOR N-l TO LEN<IN£3 
IH ZllO POSITION H,VT? IM$CM,N3 
AZ 2120 H=H+2*(DXR=131V-U+CD1R-21 
HE 2130 NEXT N 

HC 2 140 IF H>HMAN THEN M=HMAX 
FR 2150 IF U> VMAK THEM Y=MMAK 
AU 2160 RETURN 
BN 2170 POSITION 2, OS? 

B DELAY? 

BA 2100 RETURN 

BB 4999 REM _ 

OF 5000 GRAPHICS 


■B 


TOO LOHGzK 


: GOSU 


SETUP 


B Enter an 


THE 


0!POKE 762,1 
LH 5010 SETCOLOR 2,O,0:SETCOLOR 1,0,12 
OB 5020 POSITION 11 * 1 ! ? H JIH'M *TM J Jim 

SV^TRAP 5540 
IH 503O POSITION 2,3i? " TIT 
odd number up to 17" 

XU 5840 INPUT WID i IF WIDZZ^INT(WID/2) 

N ? BELLS[GOTO 5830 

FK 5058 IF HID>17 THEN ? BELLS:GOTO 5830 
DC 5860 POSITION 2,6;? " ■■14JIJH Enter Q f 
or a SQUARE puzzle" 

NF 5070 POSITION 18,6s? "or £0JT3 p^ffl liTTKIiTJ 
B up to 17" 

HQ 50O0 INPUT DEP:IF DEP/2-lNt TDEPZ73 THE 
N 2 BELLS!GOTO 5060 

BD 5890 IF DEP=1 THEN DEP-WID!GOTO 5150 
GG 5128 IF DEP>17 THEN ? BELLS!GOTO 5058 
VC 5150 POSITION 2,!4i? "KKi^itCES Chaos 
e from - " 

CN 5150 ? j? "0 Diagonal 0 Four-Square 0 
NONE at all" 

GG 5170 INPUT SYM;IF 5YH<1 OR SYM>3 THEN 

? BELL*;GOTO S15B . 

JL 5200 FOR REP-3 TO 21 STEP 2 & 
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CO 5210 POSITION 2,REP I? '*■ iPtE ASEPWAlTl 

mmm ■ ■ m^m mm 

■SCREEMflUILLHCLANKB ■" 

CU 5220 NEHT REP 
VO 5210 G05UB 0ELAV2 

FK 5240 ? "A 1 ’! P559 = PEEK €559) ! POKE 559,0 
□ A 5250 &HID=±+ CZ*WID) ; GDEP=I+ C2*DEP) 

QY 5260 MAR6IN=rNTtS41-6WID)/Z) 

IF 5280 HAX=GDEP+6;ADD=2Z-CDEP*INT(DEP/4) 

3 

US 5300 SETCOLOR 2 *II * i 0 i SETCOLOR 1,11*6 
HQ 5110 FOR H-t>L TO DL+60iPOKE N,0:NEKT * 
TH 5340 FOR REP-O TO 2;P0KE DL+REP,112:ME 
XT REP 

OA 5350 POKE DL+3,65:POKE DL + 4,PEEKC68)!P 
ORE DL+S,PFEKi89S I POKE DL+6,2 
HY 5160 FOR N-O TO MAX STEP 2!POKE DL+« P 1 
6 ! NEXT N 

GJ 5370 FOR H^7 TO MAK + i STEP 2;P0KE OL+N 
2 • Mf KT N 

EO 5360 FOR M=HAK+2 TO MAH* ADD:POKE DL + N, 
2:NEXT XtMAH=MA«+ADD 

IH 5390 POKE MAX+1,65:POKE MAX + 2,O:POKE M 
AK+3,6 

PL 5400 POKE 550*6!POKE 561,5 
YT 5410i TEMPS^ 1 0'* : MIPS- , ‘f*H“ : EMS^'t^E 1 " ! ctJ 
SOB SIEE:PTOPS=TEMPS 

RR 5420 TEMPS- 11 B": MIDS = l W :EnS:GO 
SUB SIEE;PRIN$=TEHPS 

BS 5436 TEMPSfl 1 ’i MlD$-"33'": ENS^"^'*: GO 
SUB SIZEiPBGTS=TEHPS 
FE 5440 COSUB HEADER 
OK 5450 A8C$=PHEADS(31 
HS 5460 POSITION MARGIN, 2 i ? ABCS 
RU 5470 FOR HUH^l TO PEP+2 l POSITION MARGl 
N-2,*RUM!7 NUM-2 

CL 5480 FOR ft=MARGIK TO MARGIN*C6HI&-11 5 

TER 2 

GO 5490 POSITION 0,HUMS? M |"lKEKT O 
HU 5500 POSITION MARGlH+GHID,HUM1? NUM-2 
HG 5510 NEXT HUM 

DD 5520 HMIH=MAHGIN+1:«=HMIN;HMAX=HMIN+GH 
IP-3:VMAX=2+0EP1U=VMtN 
UM 5530 POKE 559,P5S9:GOTO 1600 
OX 5540 SETCOLOR 2,5,2:60308 DELAV2;? ,f 8” 
! SETCOLOR 2,0*016010 5020 


EO 8000 GOSLIR WIPE 

ZE 8616 POSITION 2,6;? "Print Q as puzzle 
0 with answers’ 1 ; i INPUT MODE 
EG 8020 IF H0DE<1 OR MODE>2 THEN 8008 
EL 8010 5C»=PEEK(BL+4)+25&4PEEK(DL+5) 

TH 8840 SCft-SCR +120 +1MARGIN-1):POKE 559* 0 

UL 6050 REM pil 

MO 8060 REM NI.»tW I 

MB 8086 REM I Jli Vl<l I >' 

IZ 8100 OPEN 82 , 4* 0, ,# P ! " 

«F 0118 7 »f |CSC$J M I ,l iCtll*Sti0) 

Vl 0120 ? 82 ; ESC S J M R" ; CHRS (103 :? B2 ; ESCS ; 
■•U" f qxrS Cl) 

YH 8130 7 82 ; ESCS ; "A'*) CHRS £81 
DE 8140 ? 82;PMEADS:? 82;PT0PS 
GB 0150 FOR HUH - 1 TO DEP:? 82jHUM;!IF NUM 
<10 THEN ? »2; u *■; 

HR 8160 FOR N=1 TO GKID 

HH 8170 BYTE-PEEK ISCH+N) iIF BYTF=I24 THEN 
BYTE—182 

HZ 8180 IF BY TE —84 THFN fJYT£ = 209 
ZM 81S0 IF BYTE<96 THEN BVTE^BYTE*12 
BK 0200 IF MODE-1 AND 8YTE>32 AND BYTE<12 
8 THEN BYTE=32 

EJ 8216 ? n2;CHRSC&YTE3;i NEXT N:SCR=SCR+4 
e:« B2;CHRS(155); 

CL 8220 IF HUH=DEP THEN ? 82;RBOT$ 

FS 8230 IF NUM<DEP THEN ? H2jPRIN$ 

HI 8240 NEXT NUM 

RU 8250 CLOSE 82:POKE 559.P559 
ZD 8260 MOPE -1:RETU RN 
FT 8599 REM ft*|lll9 

ro 9006 cosmt mipe 

in 9010 POSITION 2,0!? “CE Print puzzle & 

solution first! 1 * 

LO 902O POSITION 2*1:? "I3BD separate cmt 
5 program y+**'*:inpUT INS 
MO 9030 IF INSO"V THEN RETURN 
GP 9840 RUN '*D : HCLUES” 

ZM 9999 REM 1 
DC 10O00 GOSUB HIRE 

AO 18010 POSITION 2*0:? “Canfirn Restart 
V**"J 

KF 10028 INPUT INSUF IMSO"Y" THEN 1010 
EG 10108 CLP I RUN 


El 1 REM K WM MX H I tX M UN HMH MUM huh HUM 
HF Z REM * X-MORD CLUE MAKER * 

LR 3 REM * by * 

SG 4 REM « JIM FLINKER * 

EC 5 REM * - —-- — *~--““ — * 

IZ 6 REM N PAGE 6 MAGAZINE - ENGLAND * 

E8 7 REM WM H HH H HM.HHHHH HH MH H W N HM H KMK'H N H M.W 

NO 9 RFM _ _ 

oh 10 hem 

BK 20 DIM CLUE$C3BOO)* TEMPS 1120) ,ESCSCl) , 
BLANKS (120) , A^ CID 

10 36 BLANKS ti) -.BLANK'S 1120) ..BLANK 

S £2)—BLANKS 
ZZ 40 E SCS —CHRSC27) 

0H SO GRAPHICS O:POKE 752,1 

SN 60 SETCOLOR 1*7*2: SETCOLtJR 2,7,8 

00 76 GOTO 176 

UP 79 REM _ 

06 08 POSITION 2,3:? AS _ 

DC 98 POSITION 2,Si? 'ttBlf 1 j AS ; ■ 'gjUaJK^M^ 
■** 

PO 110 POSITION 2*9:? BLANKS:POKE 752*0 
5Z 12B POSITION 1*9;INPUT TEMPS!IF TEMPS = 
“ ,l THEN TEMP=LC : RETURN 
DU 130 IF LENCTEMPS3>18 THEN GR=CR+i 
KR 140 CLUES (LC+1)=TEMPS:CLUESCLENECLUFS) 
*1)=CHRS1155) 

AO 150 CR=CR+1:LC=LE*ECLUE$> 

MM 160 POKE 752,l!GOTO 110 

ND 169 REM ■ I E W» l . rUgTilT«B?i™iT¥M 

PC 170 POSITION 12,1 i? "miLMjjKliiiyj*' 


HR 180 ra=z i 

T6 190 GOSU0 80lA-TEMP:LINES-CR 
cM 200 : go-sub sb 

od 216 position 1,9;? ** ■Jiuawgitcn 


220 OPEN tt2,4,0***Pi" 

230 ? H2 ; ESCS i "I 11 

240 ? «2 i ESCS f”i»i CHRS E2) ;ESCS ; "O* 1 ; CHR 
S C40) 

250 ? U2 [’■ALONG:-” 

26B ? 82 * CLUES(1,A) 

270 FOR H=1 TO LINES 

280 ? 82 jESCS i 11 i 11 JCHRSC36) ; tNEKT N 
290 ? ESCS; Si G**i 

380 ? 02 jFSCS;* i l , ‘;CHRSE4l) ! ? 82;ESCS^ ,, 
U* 1 j CHRS £79) i 
310 ? 02; "IDOHN : 

320 ? 82 ; CLUES £0 + 1,10 
138 CLOSE 82 

340 PCIKF 764* 255; 7 "ENTER CLUES AGAIN? 
CY/H) ** 

350 IF PEEK(7643=43 THEN POKE 764*255: 
RUN 

352 IF PEEK(764)=35 THEN POKE 764,255; 
? CHRS £125) iEND 
354 GOTO 356 

366 REM in reverse direction, lines 
370 REM 240 and 366 set Margins so 
380 rem clues print in 2 colunns of 
ISO REM 38 characters as seen on 
40O REM screen. 

418 REM Change to suit your printer* 
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TOMAHAWK 




Digital 
Integration 
XL XE only 
64k disk 
£14.95 

64k cassette 
£9,95 
1 Player 
Joystick 

New trends fade almost as fast as 
they are introduced* but flight si mu II atorK 
seem to be as popular as ever. This one 
from Digital Integration is, in effect, an 
Atari follow-up to their previous smash 
hit, Fighter Pilot, This time out it's 
based around a helicopter rather than a 
jet fighter, the chopper in quest ion being 
the U,S, Army AH-64A Apache. 

TOMAHAWK appears to be an 
enhanced version of it’s predecessor. The 
graphic display is virtually identical and" 
the screen view and accompanying 
instrument panel will be familiar to all 
Fighter Pilot fans. There are various 
improvements here and there, of course - 
and no fiddly ’Lenslock’ to contend with 
either! 

All the usual flight options have 
been retained, but TOMAHAWK is a 
much more complicated beast than it’s 
Fighter Pilot counterpart and more 
keyboard controls are required to operate 
it. This shouldn't cause any headaches 
for flight addicts though, 

The in-flight graphics have been 
spruced up no end and the game boasts 
over 7000 ground features which are 
mainly in 3-D., and the geometrical 
shapes have a certain feeling of depth to 
them rather than the usual vague outlines 
often found in this type of game. D,I/s 
3-D 'real world’ display includes landing 
pads, buildings, trees, transmission 
pylons, mountains, enemy tanks, field 
guns and helicopters, so there’s plenty to 
get excited about, 

TOMAHAWK is a genuine luxury 
product with all the trimmings. If you’re 
into flight simulators, don’t miss it!! # 


PHANTOM 


Tynesoft 
48k disk 
£9.95 

48k cassette 
£7.95 
1 Flayer 
Joystick 

Tynesoft have taken a lot of stick 
from me for the awful Jet set Willy but 
they’ve made amends with PHANTOM, 
a brilliant arcade adventure which should 
help restore their credibility. 

The scene is set as follows:- Those 
darn ghosts have been creating havoc 
again. As Professor of Astro-Physics 
with more than a passing interest in 
Psychic Phenomena you are well 
prepared for the situation. Equipped 
with your experimental nuclear 
accelerator you must destroy all the 
ghosts, monsters and other evil 
apparitions that live in the four buildings 
you have been asked to visit. 

Gameplay is based around a variety 
of maze type screens viewed from above. 
There are several rooms per building and 
progressing through the rooms is 
accomplished by collecting a series of 
keys which allow you access to 
subsequent rooms. Your eventual aim is 


to reach the T ransporter Room on the 
bottom floor of each building. You gain 
bonus points for clearing a room of it’s 
-ghostly inhabitants, but overuse of your 
weapon will drain your reactor, and 
isotope power packs are few and far 
between, A close encounter with an 
apparition will accelerate your EGG rate. 
If it reaches 100 BPM it’s curtains for 
you, SO a degree of caution is advisable. 

A superb control panel situated below 
the maze lets you keep track of all these 
important readouts. 

Graphics, colour and animation are 
beyond criticism and the background 
music, which changes repeatedly during 
gameplay, is quality stuff. Maybe 
PHANTOM isn’t quite as complex as 
other games in this format, but it’s far 
easier to get to grips with than most of 
them and should therefore have a much 
wider appeal. Top marks for this one 
Tynesoft. It’s a winner all the way!! • 


c 
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ASTRO-DROID 


Red Rat 
48k Disk 
£ 9*95 

48k Cassette 
£ 7*95 
1 Player 
Joystick 

This one was whiten by the author 
of Screaming Wings and it shows as 
ASTRO-DROID is basically a futuristic 
version of Paul Craven’s previous effort 
for Red Rat, Indeed, it might well have 
been called SCREAMING W INGS 
2001 ] 

The game scenario speaks of Reldan 
Fighters and Neutron-powered Star 
Craft and suchlike, but you can forget 
the blurb as this is more or less another 
Uodium clone. Quite obviously it’s Red 
Rat’S bid to cash in on the success of 
Warhawk and this should be enough to 


tell you that ASTRO-DROID is a 
vertical scrolling space-zapper. 

The flight over the Rddan 
mega-craft is identical to the flight over 
the asteroid station in Warhawk, but the 
alien spacc-fighters are faster, meaner 
and altogether more deadly. Destroying 
’C 1 targets will transform your 
Astro-Droid into an invincible 
attack-ship and, believe me, this is the 
only way you’ll negotiate your way 
through some of the alien attack 
formations. Not even Luke Sky walker 
could w r eave his w r ay safely through that 
lot! 

Graphically ASTRO-DROID has 
the edge over War hawk, but it's main 
drawback (for people like me) is that it’s 
a bit of a toughie. The instructions 
mention bonus sections in deep space but 
Tvc never lasted the pace sufficient to 
encounter any. Definitely one for all 
those poor suffering mega-players who 
can’t find a difficult enough Atari game 
to sink their teeth into* 

Apart from that, it has brilliant 
graphics, reasonable sound effects, 
original music, and challenging 
gameplay. Red Rat have done it a gain. 
W r ho needs English Software anyway?? 



WHO DARES WINS II 



Tynesoft 
XL/XE only 
Disk £9,95 
Cassette £7.95 
1 Player 
Joystick 


A GUN LAW done from Tynesoft 
which follow s the Commando theme 
popularised by many recent computer 
games. 

Armed with an automatic rifle and 
12 grenades you must embark on a 
desperate mission to rescue prisoners 
held captive in enemy garrisons. Each 
subsequent mission becomes a survival 
quest as you tackle the endless hoardes of 
defending troops and crack snipers. 

Extra points are awarded for 
destroying enemy trains, jeeps, boats, 
staff cars and tanks, with a bonus life 
arriving at 10,000 points. You also gain 
an additional 6 grenades for each 
captured outpost, 

The title screen is well designed and 
the background music - ‘The Great 
Escape’ - quite appropriate, but the 
game is let down in other departments. 
The use of colour, for instance, is 
nothing short of diabolical. What you get 
are green trees and then everything el sc 
in shades of yucky brown. It’s like an 


explosion in a sewage factory!! 

Not a bad game by any 

standards.. pity about those colours 

though! * 


RIVER RALLY 


Red Rat 

48k cassette only £2,99 
1/2 Players Joystick 

A budget release from Red Rat 
which is primarily a 2-player race game. 
A winding river forms the backdrop, 
twisting and turning in every direction, 
and the players must compete for sunken 
treasure which must then be safely 
deposited in their respective banks. 
Staying on course is the main problem, 
especially when you give the boat a touch 
of throttle. It's like hitting the 
turbo-boost on a Knight Ridet ‘Kit 1 car 



GAUHl 

VEFS 

DANDY DLJ 

Paul Blazeby finds theoi 


and the boat responds instantly by 
careering headlong out of control, 
Fortunately, ramps can be used to 
negotiate the river banks, A handy item 
these!! 

Various dirty tricks can be used to 
hinder your opponent, such as laying 
mines for them to crash into or stealing 
their money by colliding with their boat 
- anything goes really. 

The game features a split screen 
view and the graphics arc reasonably well 
done apart from the boats themselves, 
which are primitive PMG’s without any 
elaborate shape or form. 

Nothing earth-shattering about this 
one, but it’s worth it’s place in the 
budget market. * 
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JNTLET 

IRSUS 

DUNGEONS 

the original Gauntlet 


Gauntlet versus Dandy Dungeons? 
Who* has ever heard of or seen Dandy 
Dungeons? 

For the benefit of the unenlightened 
amongst you let me give yon a bit of 
background information. As most 
readers probably know Gauntlet has 
been the smash hit of the arcades for the 
last year or so - the ultimate tw r o player 
game! Dandy Dungeons is very similar* 
in fact the gameplay is almost exactly the 
same. HA! So it*s just a rip-off of that 
old favourite Gauntlet, eh? Well* no. To 
be more precise Gauntlet is just a rip-off 
of that old favourite Dandy Dungeons! 

Many years ago APX (Atari 
Program Exchange), then a division of 
Atari Inc., released a game by John 
Palevitch, who also wrote Deep Blue C, 
This game was Dandy Dungeons. The 
idea of the game was simply survive as 
long as possible, collecting* shooting* and 


using various items whilst avoiding 
numerous foes. Many years later Atari 
Coin-Op converted this almost forgotten 
game into the classic arcade machine 
Gauntlet. The rest* as they say, is 
history, 

GAUNTLET 

Many moons ago U,S, Gold 
announced the ‘imminent’ release of the 
arcade classic Gauntlet on various home 
computers. Gauntlet fans rejoiced 
everywhere, in somewhat ‘Sinclair style’ 
the release of the game was delayed 
although a few, bug-ridden, versions did 
reach the shops, (US Gold denied this 
but then withdrew the game to make 
some ‘minor alterations’). Eventually the 
game was re-released and at last Gauntlet 
gurus everywhere could sample the real 
thing at home! I wasted no time in 
getting the game, this was one game 
where I felt money was no object! 

I booted up my disk and 
waited...and waited...and waited! The 
game takes simply eons to load as 
whoever did the protection on this really 
went to town! My disk drive chugged* 
grinded* and grunted for what seemed an 
age with only a simple message on screen 
informing me that Gauntlet wm loading. 
Eventually I was greeted with a good 
title page and some fine title music. I 
chose the wizard and the disk chugged 
once more. Finally a message appeared 
telling me to flip my disk. After 
completing this task I was finally greeted 
with the dungeon and my wizard. There 
I was! Me, the wizard* in my very own 
dungeon! Yeuugh! It was vile! The 
wizard was. indescribably blucky and 
yukky whilst the dungeon was almost 
totally lacking in any interesting detail at 
all. There was nothing but the wizard on 
the screen so* foolishly* I advanced. 
Animation of the wizard was reasonably 
good and ( decided that maybe Gauntlet 
wasn't as bad as my first impressions had 
lead me to believe. Soon I meet my first 
board of ghosts, I ran and shot at them as 
they jerked after me(yes, JERKED!). 
Regrettably the game grew worse as it 
went on. 

You start with so much energy that 
you can last for so long that the game 
gets boring. The graphics are only 
average, colours are a bit off* the ghosts 
and other mcanics jerk around the screen 
in ‘Spectrum’ fashion* whilst the player 
begins to wonder what the point of it all 
is. Most importantly the gameplay is 
poor. The collision registers seem a bit 
dodgy and movement is sluggish. Even 
on a two player game things get no 
better. Sound effects are almost 
non-existent. At least the title music is 
quite good. 


I am afraid in my opinion the 8-bit 
Atari version of Gauntlet is a 
non-starter. By the way, if you insert the 
disk on the wrong side you are greeted 
with a message telling you to flip the disk 
and press the ‘START’ key. This is 
accompanied by a spinning animated 
disk which is clearly the best animation 
in the whole game! 

DANDY DUNGEONS 

So this is the game that Gauntlet 
was based on? When I first saw it 1 never 
gave it a fair chance, After booting up I 
took one look at the graphics and 
movement, decided that it was no good 
and never tried it again. Sometime later 
after I had heard that it was the game 
that Gauntlet was based on I re-booted it 
with renewed vigour. This time I gave 
the game a fair run. The graphics are 
blocky but colourful. The animation is 
poor, The sound is almost non-existent. 
There are no different characters, only 
players 1 to 4 (yes 4) which are simply 
static shapes of a man with a large 
number (1-4) on. They jerk everywhere. 
Believe it or not I was hooked!! 

What sets Dandy Dungeons apart is 
the gameplay. It is almost identical to 
Gauntlet in the arcades which shows how 
closely Gauntlet was based on Dandy 
Dungeons, The game is simplicity in the 
extreme* and it works superbly. On the 
multiple player modes Dandy Dungeon 
is almost unbeatable and there is also a 
very big bonus - a dungeon editor* This 
means that the user can create new 
dungeons when he/she has completed the 
ones provided and they are incredibly 
easy to make. You can have an infinite 
number in one game by disk swapping 
(26 is the maximum on one disk). 

To me, there is simply no 
competition between Gauntlet and 
Dandy Dungeons. Despite all the 
advances in graphics and sound and the 
‘technique’ of modern Atari games* 
Dandy Dungeons is so far ahead in 
playability it is unbelievable. Gauntlet 
retails for about £8,95 on cassette and 
£12.95 on disk. Dandy Dungeons may 
be hard, verging on impossible to find 
but if you are lucky you may be able to 
get it at a bargain price. There are a few 
places selling APX games for as little as 
£1,50 each! 

I know I have been hard on 
Gauntlet but I had expected so much 
after playing the arcade games that I felt 
so disappointed by the Atari version. 

The arcade Gauntlet is still the best for 
me* although I have great hopes for the 
ST version however 1 have a feeling that 
I may never hear those immortal words 
“The Wizard is going to die!” on my 
computer!, * 
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Programming! 
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by Chris Fox 


Prevent your BASIC 
programs from being listed or 
stopped with this simple 
routine 


How often have you written a BASIC program that you 
want to protect from accidental BREAKs or SYSTEM 
RESETs? Perhaps you want to prevent others from seeing the 
listing or simply want to make your program look more 
professional? Worry no more, for NON STOP BASTC will do 
just this for you. 

The program is quite simple. It stores a machine code 
routine at location $1(X) [thus leaving Page 6 free for other 
programs) and simply disables the Break key and uses IOCB 
U to print 1 RUN' on the screen/ RETURN* it, and pass 
control back to BASIC. The SYSTEM RESET key is 
vectored to the program through CASINI so your own 
BASIC program will be run from the RESET key, 

POSSIBLE PROBLEMS 

There are a few problems you may run into with NON 
STOP, Firstly any BASIC errors will stop the program so all 
errors must be properly trapped. Secondly„any statement 
which opens the Editor (e.g. Graphics calls) normally 
re-enables the Break key, NON STOP handles this by using a 
stage 1 VBI to constantly disable the Break key but if you use 
your own VBI you may have problems* If you do use a Stage 1 
VBT, change line 32050 to a REM and ensure that your VBI 
routine disables the Break key. This can be done by adding the 
following instructions to your routine. 

LDA S10 
AND #7F 
ORA #40 
STA $D2HE 
STA $10 

Finally some programs ( ERROR’ or crash when run a 
second time. If you can’t identify and alleviate this problem^ 
then I am afraid that you won't be able to use NON STOP 
properly, 

USING NON STOP 

Simplicity itself! Just type in the listing and LIST it to 
disk or cassette. Load, or write, your program and ENTER 
the NON STOP listing. Change the first tine of your program 
to GO SUB 32000 and you arc away! 

Now when you write a program to keep the kids quiet, 
they will have to play it and not mess around with your code! 


£1 I REM MKK M MUKKKK H KHHW M MUKHIUH t mt lj HKmU 


SI 2 REM « MOM STOP BASIC * 

UR 3 REM * by « 

JZ 4 REM * CHRIS F0H « 

EC 5 REM * ------* 

II 6 REM * PAGE 6 MAGAZINE - ENGLAND * 

E0 7 REM KKMKMK H t OCMHHMKH K KM B BMMMMMMKK l tKK 

NO 3 REM 


TN 72000 IF PEEKC3Y-1 THEN 32058 
HH 72010 RESTORE 32100:MC=256:EM = 341 
GQ 32020 FOR K=MC TO ENjREAD CODE 
SM 72038 POKE H * CODE!NEXT M:POKE 7,1 
GY 32040 SR^USft <ADRC"H., K£*4 Cl 5 

JM 32050 UBI^USR (ADR ( i *E£tL4h* 1 )} : ? ■*«** 

MM 72060 POKE 559,34:RESTORE :RETURN 

DA 32870 REM ----- 

MU 72100 DATA 162,0,142,14,218,134,16,142 
,0,212,142,47/2,160,11,148,66,7,163 
IA 72118 DATA 73,141,66,3,163,1,141*63,3, 
200,163,7,141,72,3,142,73,3,140,252 j2 
LU 32120 DATA 173,255,Z,200*31,165,17,240 
,27,32,66,226,163,6,160,61,162,1,76 
HF 32130 DATA 32,226,165,16,10,10,56,186, 
74,141,14,218,133,16,76,35,22®,76,116 
tlL 32140 DATA 22», 23 * 23,02,0S , 7a, 26, 28 


YOUR AMENDMENTS REQUIRED 

We are shortly starting work on a *Uest of PAGE 6 1 
containing most of the programs and articles from the 
first 20 issues of PAGE 6. If you have made any 
improvements to the listings published in any of these 
issues w e w ant to know. Your amendments, if used will 
be credited to you in the published book. 

Please send in any amendments on disk 
(preferably ) or cassette which will he returned to you. 

If you send a Full program rather than amended lines 
only, you MUST enclosed a covering letter stating what 
changes you have made and what lines are Involved. 

This is important as we cannot check through listings 
to identify changes. If ynur amendments are a few lines 
only, you may just type them out or write them, 
provided you writing is legible! 

Here’s your chance to share your ’improved 1 
versions of PAGE 6 programs with others and, maybe, 
gain a hit of fame as w ell! 

Send it to PAGE 6, P.O. BOX S4, STAFFORD, ST 16 | DR 
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WHAT HAVE 


BACK ISSUES 



PAGE 6 back issues represent an excellent way of increasing 
the enjoyment of your Atari with articles to enlighten you, 
programs to type in anti reviews of software to guide you. 
Almost all of the content of past issues will be as fresh anil 
relevant today as when it appeared - increase your enjoyment 
now, before it + s too late! 

ISSUE 19-The first coverage i'f the ST bm, not to be outdone, plenty for the 
H-hils. A great machine-language space game SECTOR 10, a super utility, 
MagfiLe, to keep track *>f your books- and maga/urnes plus The Chusc, The 
Mxonil pwit pfour series oil Display Lists, build your own Speech Synthesiser, 
-i review of I4H^, ip-depth Adventure reviews and plenty mure. 

ISSUE 20 - GRAPHICS SPECIAL. A super special issue with <i graphics 
theme. Draw some masterpieces with GRAPHICS WORKSHOP and explore 
your graphics potential with Colour Palette. Piclnada, Colour Attributes and 
CIO Slideshow. An in-depth review of Printshop and Graphics Art 
Department, [he final part of Display Lists and the Adventure column. 11 
pages devoted ta the ST plus a colour feature ATARI ART and ST 
GALLERY. And there's more! BLOCK BREAKER is one of the best games 
to have been published in any magazine. Don't miss it! 

ISSUE 21 - A packed issue with games, TRAIN CRAZY, Revenger ,md 
Forklift. Utilities Scale-master, Quirk Disassembler and Measuring Tempera¬ 
ture Programming hints v ilb Doing The Impossible, Error 8 Solved And THE 
GUIDE TO ERROR CODES Reviews of Flight Simulator II, HLrchhiker’s 
Guide to rhe Galaxy, and the I ares r Adventures. For the ST a DEGAS to NEO 
converter, 1 arrice C reviewed and reviews of a whole host of software. 

ISStTH 22 - More serious users will enjoy SMARTSHEET, a Visicalc like 
type-in spreadsheet, and our review of Paperclip whilst gamesters will puzzle 
over Tricky Cubes and try to survive Hidden Dcprhs. The Guide to Error 
Unde* js concluded and there are article* on Fractals, Tape Problems and some 
less well known Adventures.. Loads of reviews and some great new routines for 
Bltsckbreaker. ST users will find out how to program Sprites and can read 
reviews on Time Bandit, Pro-Fort run 77, VIP Professional and more 
ISSUE Ik - Another superb machine language game Water Ski School will 
lest your reflexes. Wurdseurch will challenge those who like puzzles and other 
listings include Super clown and the utilities Xref and Verify- A huge review of 
Ultima IV heads a comprehensive review section and Going Online Part t wtU 
Lei you know if telcCDflummicarions is for you. ST owners can discover how to 
ger a higher screen on their colour monitor and read reviews of Zoumnicks, 
Sierra On-Line adventures and Pro-Pascal amongst others. Also, is il worth 
adding a 5 V drive to your ST? 

ISSUE 14 - The biggest issue so far published! Great ST section with info 
about ST disks and cartridges and loads of reviews. For R-bit users there lh 
MUNCHY MADNESS, the best game we have ever published plus a super 
cheque book utility AUTOCHECK. Plus all about cheeking your disk drive, 
another game, more utilities, reviews of RAMBIT, Adventure games Slid lots 
mure. Too much m this issue to List fully! 

ISSUE IS-Another biggie! A must for L029 printer owners with 3 great ulili- 
Iic-h including a screen dump. A super Japanese chess game called SHGGI, ,i 
type in REVISION C BASIC, a full feature on disks and more. For ST, type 
in OTHELLO, reviews of LEADER BOARD and MEAN IS, Hints and Tips 
and several other reviews, and articles. 

ISSUE IS- SOLID MODELLING is one of the best programs wc have pub¬ 
lished. Be creative! Cither programs include SOURCE WRITER for machine 
aide programmers, I’LLXlIiLE FINGERS lu help you type, NUTS and 
more. Reviews of TRIVIAL PURSUIT, DVC W* 5FEEDSCR1FT and 
i'i'i -*■ h, imwll hi i tv ST '. - -■. : 111 lvanl nil ohour HARD DISKS. LAS' I 
BASIC, TYPESETTER ELI I H, DEGAS ELITE and read reviews on a 
whole lot more software- 

1SSUE27 - Some cracking listings for the8-bic. In GREAT BRITAIN 
LTD. you can be the Chancellor and help run the country. COMPUTER 
GAMMON is a great Atari version of backgammon and there’s ANTS IN 
YOUR PANTS, DISK COMMAND and others. There is a feature on word 
processing and stacks of reviews. The ST section includes an in-depth review 
(if ART DIRECTOR and a neat Little program to put scrolling stars on YOUr 
screen! Lots of reviews including HABAVIEW, K-SPREAD 2, K-WORD 
and many more. 


All back luuca art 11.20 each in the L\K„ t £L95 for Europe or 
surface mail elsewhere and £2.7 S for Air Mail outside Europe. 
Please make cheques postal orders payable to PAGE 6. Send 
your order to PAGE 6, P.O. BOX 54. STAFFORD, ST16 LDR, 
ENGLAND. 

ACCESS and VISA accepted. Telephone 0785 213928. 


ON DISK 


All of the most recent issues of PAGE 6 arc available on disk- 
including those nut of prim issues! 

A PAGE 6 Issue disk contains all of the programs (except ST) 
from a particular issue, ready to run from a custom Menu. 
No more frustrating hours typing all those long programs. 
See just how good they are without the effort. 


ISSUE 14- Contains COUNTERACTION, SUPPLY BLASTER, CROSS¬ 
WORD CREATOR. DEPTH CHARGE, ACCESS III, RAINBOW 
START. BASIC ANIMATION anti TYPO II. 

ISSUE IS - Contains THE WANDERER, KANGA, TICKTOCK, AUTO¬ 
CAR. THE BOOSTER and PLAYER MISSILE GRAPHICS 
ISSUE 16 - Contains BLACK BOX, FREEWAY ACE:, DRAUGHTS, 
TURN THE TABLES, AUTOCAR GRAPH and CHARACTER PLOT¬ 
TING programs. 

ISSUE 17 - Contains RENUM, SHOOTING GALLERY, X-Y-ZAP, 
INLAY CARDS, CASTLE MORGUE, MATTHEWS LABEL MAKER 
and several programs on ANTIC mode* 4 5. 

ISSUE IS - Contains BERTIE, GRAND PRIX II, BLI1 Z, LISTER, 
STARS, TYPO 3 and several programs on Display Lists. 

ISSUE 19 - Contains SNOWFALL, THE CHASE, MAGFILE, SECTOR 
IQ, STARKIES UTILITIES plus programs for the Speech Synthesiser and 
several programs on Display LiSTS, 

ISSUE 2U - Contains BLOCKBREAKER, GRAPHICS WORKSHOP, 
COLOUR PALETTE, PICLOADA, COLOUR ATTRIBUTES, CIO 
SLIDE SHOW plus more Display List program* and pictures tor Graphics 
Workshop, 

ISSUF. U - Contains REVENGER. TRAIN CRAZY, FORKLIFT. SCA¬ 
LE MASTER, DOING THE IMPOSSIBLE, QUICK DISASSEMBLER 
and ME AS UK1NG TEMPERATU RE. 

ISSUE 22 - Contains SMART SHEET, TRICKY CUBES (two versions), 
HIDDEN DEPTHS and new versions of BLOCKBREAKER. DOUBLE 
SIDED DISK. 

ISSUE 23 - Contains utilities XREF and VERIFY! Games SUPERCLOWN 
and WATER SKI SCHOOL (in machine language.:. The word puzzle game 
WORDSEARCH as well as COLOUR MAGIC demos and TWO BONUS 
programs!! 

ISSUE 24 - Contain* rbc complex check balancing program AL'TQCHECK 
and MUNCHY MADNESS, the best game we have ever published!, Plus 
ancuher game FLYING HIGH and two superb utilities, SPEED CHECK and 
MENU- A very full disk and not to be missed- 

ISSUE 25 - Contains the chess program SHOGI, a page flipping demo, 
BOUNCING BERT, and three K329 printer utilities, LIST 1,029, SCREEN 
DUMP and SMALL PONT. A must for all 1029 owners, 

ISSUE 26 - TWO virtually full sides with bonus screens for SOLID 
MODELLING! Check, them out- Also SOURCE WRITER For machine code 
programmers, FLEXIBLE FINGERS to help you tvpe. a game of NUTS, 
DESIGNER LABELS for EPSON printers and YOUR OWN CURSOR plus 
any others in this issue. 

ISSUE 27 - Long listings include GREAT BRITAIN LTD and 
COMPUTER GAMMON, two excellent programs. DISK COMMAND 
adds new commands to BASIC and TIME SCREEN will give you a new 
screen with a clock for typing in those programs. Plus all the other bits and 
pieces on a full disk. 

PAGE 6 Issue disks will run on any 8-bit Atari with 48k or 64k 
mcmor> p . Each disk is just £ 3.95, Compare that for value! 

Order your disks from PAGE 6 by post from PAGE 6, 
P.O.BOX 54, STAFFORD. ST 16 1DR or by telephone using 
ACCESS or VISA on 0785 213928. 

Posts ife is FREE in ILK- Overseas please add £1 per order 
(for any number of disks). 


LOTS MORE! 


Subscribers to PAGE 6 gets Lots more special offers. Hooks, 
an incredible collection of Public Domain software for 8-bit 
and ST machines, exclusive software, binders and more. To 
find out what vou arc missing ask for a copy of our PAGE 6 
ACCESSORY SHOP LEAFLET. 
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I'HE RESOURCE FILE 


The Resource File is a new service provided by PAGE 6 
to help Atari owners (both 8-bit and ST) find sources of 
information, help and supply. An entry in this feature 
does not necessarily imply any endorsement by PAGE b 
and readers are advised to check for themselves to ensure 
that the information is still current. We would ask any 
readers who find information to be inaccurate or out of 
date to let u & know so that an entry may be amended or 
deleted. 


RETAILERS 


BBS 


Name: Gamlingay FIDO 

Number: 0767 50511 

Hours: 24 hours 

Baud: 300-2400 

Features: Atari SIG and 
program library 

Do you run a bulletin Board which caters mainly for Atari 8-bit 
Of $T? For an entry in this feature please send US details as above 
(5 words man on Features!) on a plain sheet of paper headed 
RESOURCE FILE - BBS 

Any background information included will be filed for 
reference but not published- 


USER GROUPS 


The following 
retailers, to the best 
of our knowledge, 
support Atari &-bit or 
ST* 


ATARI WORLD 
15, Fennell Street 
Manchester 
M4 JDU 
TeL 0*1 B54W1 

BRIGHTON COMPUTER 

EXCHANGE 

2, Ann Street 

Brighton 

BNl 4GP 

TcLO273 6S4*50 

CHIPS 

5Ji Rugby Road 
Worthing 
$uiki HMI SMB 

COMPUTER CENTRE 

HJ, High. Slrrrl 
H irrnch U.rch 
Essex 

Tel- QJCJ2J 7»13 

COM PUTER W OR LD 

2 L 2. I3rn;i.d Street: 

Birmingham 
fllS 2AY 

Tel, Oil M3 *100 

GAMER 

7 1 hast Street 
Brighton 
Sutso BN I 1H Q 

TeL0273 TJ8681 

GLASGOW COMPUTER CENTRE 
Virginia Galleries 

3 3 Virginia, Street 
GLasgau 

G1 ITU 

Tel. 04! SS2 1522 

GUERNSEY COMPUTERS LTD. 

13, C+KinmerciiiE Arcude 

St- Peter Pori 

Guernsey 

Channel Islands 

TeL 0431 2S T 3S 

HI-FI WESTERN LTD. 

*2, t:nmhriB.n R-oad 
Nett-ftori 

Tel. 0*33 62790 
1NTOTO 

I, hcaihtttul Slreel 
Hockley 

Nntto. NGl 3AF 

Tel.OfrOZ 410907 

JFNMNGS STORES 
244 — Hertford Ruad 
Enfield 
Midd* 

TeL (51 MM 17*7 

LAD BROKE. COMPUTING LTD. 

33, Ormskirk Road 

Pres con 

LmiCi. PR! 2tjp 

Tel. 0772 2H74 


LIVINGSTON COMPUTER 

CENTRE 

17, The Mall 

Crrinhlll Sharping Centre 

Lavin,gi[oii 

W'cii Lochia n. 

Tel- 050* 369’8 

MICROBYTE 
71, Seavlew Road 
Lises rd 

\\ ;l 1 lujiry 

M* riey sidr L45 4Q1V 
TeL 051 63Q **33 

MICRO-TRONICS 

2’a, Murkel Street' 

Ts,m worth 
Staff* 

Tel. OR27 51480 

MIKES COMPUTER STORE 
292. Lnndun Hoad 
Wesicl LfT-on-Sea 
E«c* SS0 7JJ 
TO.O-02 332554 

PF.MURPHY a sons ltd, 

Cfijss l.anuN 

Drogheda. 

Co- Louth 
Ire land 
Tel. 041 3'292 

ONE STEP BEYONDLTD. 

1 la, Castle Meadow 

Norwich 

NR] 3L)ti 

TeL 0*03 #*379% 

OR DEM 

j 1 „ Harris Area d l 
R eading 
Burk*. RGI IDS 
TeL 0734 474768 

PEATS ELECTRONICS 
L9' * 1 * 3 .. Parnell Sired 
Dublin 1 
Ireland 

TeL 0401 72779* 

RADFORD HI-FI LTD- 
52, Gloucester R^std 
Bristol 
A von 

Tel. 0272 42K247 

SILICON CENTRE 
, An tigua St reel 
Edinburgh 

Sen t] and 

Tel. 031 557 4546 

SOFTW ARE EXPRESS 
514 - 516, Alum Rock Rchud 
Alum Rock 
Birmingham B$ 

TeL 02 3 12ft 35S5 

A.S. WtJOTTON* SON 

3 36, F-dlcslun Ruad 
Otwt 

CW2 7HD 
Tel. 0270114118 

YORK COMPUTER CENTRE 
7, Siont-gait Arcade 


Name; 

CROMWELL 
ATARI USER 
GROUP 

Contact; 

Dave Legged 

3, Chestnut Close 
Brampton 
Huntingdon 
Cambs 

Phone: 

0480 50553 

Members: 

All welcome 

Name: 

SOUTH WALES 
ATARI GROUP 

Contact: 

Raymond Frier * 
Mandeville House 

9, Lewis Street 
Canton 

Cardiff 

CF1 SJY 

Fhnne: 
Mem he rs: 

0222 1^592 W4501 

Name: 

‘RAGE HARD' 
AUG. 

Contact: 

T ony LungwurCh 

13, Greenfield Road 
Little Sutton 

South Wirrsl 
Cheshire 

Ltrfj 1PE 

Phone: 

051 339 0405 

Members: 

8 bit users 
everywhere 


Name: LONDON 

ATARI CLUB 
Contact; P.O, Box 22 
Ilford 
Esse* 

Phone: Send s.a.c, 

Members: Anywhere inc. 
Europe, 

Australi^s 



U.S.A. 

Name: 

BOURNEMOUTH 

AREA 

COMPUTER 
CLUB A U G 
(BACCAUGj 

Cositact; 

Colin Hunt 

Mhntic; 

0202 &T7895 

.Members: 

ST, 8-bit, hardware 
and software 


development. 

Xante: 

ST CLUB 

Contact: 

Paul Glover 

P.O Box. 20 

Hertford 

SGI3 8NN 

Phone: - 
Me mbers: 

Mail only(?>- 
Worldwide. 


The only criterion for an entry in this column is that the 
retailer must stock PAGE 6. That is the only measure we 
have that a retailer is genuinely interested in supporting 
Atari. Phone us on 0785 213928 if you wish to be 
included. 


York 

Tel. 0904*41862 


Do you want others to know about vour group? Send details as 
above ONLY ('5 words max. on Members!) on a plain sheet of 
paper headed RESOURCE FILE - USER GROUPS. 

Thai's all you gei! We will not publish any other details as 
meeting times and places tend to change. Appoint someone 
responsible to handle any enquiries received. 


IT’S UP TO YOU! 


If you feel thai your organisation should have an entry in this 
feature, write to US- Whilst we do have details of many other User 
Groups and Bulletin Boards we have not included these as we do 
not know if the details are correct- 


PAGE 6 reserves the right to delete any entry from this feature 
for any reason- Inclusion does not imply any endorsement by 
PAGE 6 and PAGE 6 can accept no responsibility for the 
accuracy or completeness of an entry. Please tell us if you find 
any entry out of date. 
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All PlOCB MC VAT 


YOU NEED A GOOD SENSE OF HUMOUR 
TO BUY FROM COMPUMART... 


WITH OUR LOW PRICES YOU’LL BE LAUGHING 
ALL THE WAY TO THE BANK! 



5 4 BLANK 
— DISKS 


no luu :Z- 


Holds 100 
3-5" Disks 


10 


i-*£5.95 tcip&p 


'7 95 -KiPErF 


55^L29 95 


+f2PtjP 


■ £39.95 -wji 


» ** 2 F-.br- 


|Q5- 


+t’2P&P 


FREE PUiliC 

Ctseperto 

FREE Lockable 

Storage Box 
per 50 

Strong card 
boxes in fens 


ALL DIsHsl 
at 


r & 

55~ i? -mtipw 

05™* n. -ki FttP 

50 

Fi -H 2PfrP 

1 

[5- >5 +OP&P 

inn 

t 

5 - 1 9.95 +C2P&P 


Boxed to fens. User Labels 
Top Quaitt y - Fully Guaranteed 


Top Quality Fully Guaranteed 

trtiivejuaiiycemttpcs -invetopes latjejs write Protect Lotiehetc 


How to Order... 


1>inY|% po&l vtxir rminr si.mng- 
hkfiH 1 ,«i.l hilt Address rv>ih 
t'lOlfri it Cl'^gut Or t F CiSI'*il Order 
I Marie |vrv;ible' Hi Cui'iifHirti,i*t| 
la Hie rirltHess np|xr*e1' u 
Pliniw ,wiy at «rr 3 Order Lines 
|. : '4 Hintirei jind piece yDitr order 
using vixii Credit Curd 
All [hyk/* ^il.i ii$h.-<IIy 

rv<s.|>,i|i in m j SAME DAY liyfirsl 
CI.ISS Piit.1 H t in IkX-.'iM' l r, 

P|ir>. I‘l PdBl 

Far ,i SPEEDY NEXT DAY 
Seciiritoi Delivery |i«vl firirt £2 
- PosMgrr ion C 3 pftp Mtt 
£2 firiid £5i 

OvilrSi MS Qnlr-lv Pli-.l:,i- 

dpiI ih I IS" iVA.li riven ,+iid 

AK MhiI drill Irisnl.ll'tl K| 
,n c.i'i it QHinijil Pmclk.se 
Ord»”- Irom Gi .vernini-e! And 
EllllC.rllOiWl EsI.illlivliO’r-OIS 



ALL Products are covered 
by the Compumart Guarantee! 



LOWER PRICES! 




(OPEN 

•&■&&& 2621— 

I050S)* 13 " 3 



Please Send Cheques/P.O.'s to... 

UMART-Dept PS-Unit 8-FalconStreet 
Loughborough • Lelcs • LEIIIEH 
















































































The THIRD GENERATION of Jeff Minter’s unique LIGHT SYNTHESISERS 

- MIND/MACHINE SYNERGY - 

COLOURSPACE: allows the usertocreate dynamic, interactive light displays 
using the Atari's 320 x 200 512-colour graphics. Do it to music... yourears won't 
believe your eyes... 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with NEOchrome images (for foreground and background displays), 20 presets, 
84 definable lightforms, record mode, load and save of performance data from 
disk. 

COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser... play light like music... 

COLOURSPACE. Discover why you bought your ST. 


NOW AVAILABLE at £19.95, from retailers of ATARI software or direct from 
LLAMASOFT 49 Mount Pleasant Tadley Hants 
Tel: 07356 4478 

SEND SAE FOR CATALOGUE & NEWSLETTER 














